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(KIO^pfeQIGXGNTLIRX) 


HALF THE VALUE OF OUR -4 
LISTED SELLING4RI»«Ki. * . ] 

Lhis is what we will ray youJ 

FOR YOUR COiyiRLE-HL Ui|pMn-<^ 
_ AGED ITEM (ALL RACKAGIIfC 
■gjg, MUST BE PRESENT). 

^ELL^ THIS IS WHAT WE SELL THE 
ITEM FOR. 

TWO THIRDS OF THE 
VALUE OF OUR LISTED SELLING 
PRICE. 

THIS IS WHAT YOUR ITEM IS 
WORTH WHEN YOU USE IT AS 
PART PAYMENT TOWARDS ANY¬ 
THING ELSE WE STOCK. 


F-znojT 

iss9a^ 

OLTMOk HOCKEV 98 

STAR SOlOHR-VANIStWiC POINT 

VOSMTS STORY 

mOAH 


NEW AND 
SECOND HAND 


ILILOI^ OLjOO^£3LOO 
i«4.00 ^00-'£38.00 
EI4.00 ^8.00 £2L00 

0.00 £12.00 £1L00 

£94>0 £12.00 £1L00 

£17.00 £23J00 £35.00 


1080 SNOWBOARDING 
AROGAUCE 
AHt BOARDERS 
MASTDOZER 
BOWBERMAN 64 
BOMBERMAN HERO 


Ninlendo54 





EUROPE AND 
'MIUI. : , / 


BWOY KONG RACING £11.0<P> £14.00 £33.00 

D0RAM0N64 £19.00 £35.00 £3L00 

DUAL HEROES £12.00 £16.00 £35.00 

FAMISTAR 64 £2LOO £30.00 £45.00 

GJ1.S.P FIGHTERS NEXTREAM £14.00 £1&00 £3L00 

60 GO TROUBLEMAKERS £10.00 £13.00 £20.00 

GOEMAN WARRIOR 64 £19.00 £25.00 £38.00 

GOLDEN FIGHTER £16.00 £21.00 £33.00 

GOLDENEYE £15.00 £30.00 £30.00 

HUMAN OBHiDPRIX £9.00 £12.00 C1L00 

HYPER 0EXR|NCS IN NAGANO £l«0» £18.00 08.00 

J LEAGUE PElKa STRIKER £10.00 £13.00 £30.00 

KINGOFPIDbASEBMI £19.00 £35.00 £38.00 

MARIO 64 £7.00 £10.00 £15.00 

MARIO KART 64 £IL00 £13.00 £30.00 

MARK) KART WITH JOYPAO £inM £35.00 

MULTI RACHM CMAMPIONSHIP £6JB tt.00 £12.00 

PILOTWINGSM £7.00 £10.00 £15.00 

SHADOWS Of THE EMPIRE £11.00 £14.00 £33.00 

ST. ANDREWS OLD COURSE £14.00 £18.00 £28.00 

STARFOX M WITHOUT RUMBimCK £7.00 £10.00 £15.00 

CTARFOXM WITH RUMBLEPACK £14.00 E1L00 DLOO 

TUROK OHKKAUR Htmm £14.00 £1L08 £2L00 

WAVE RAG 64 £10.00 £13.00 £20.00 

WILD CHOPPERS £14.00 £1L00 £3L00 

WONDER PROJEH i2 £21.00 E7LOO £42.00 

W0RL0SKCER3 £14.00 £18.00 £2L00 

YOSHI'S STORY £10.00 £13.00 £20.00 


N64 V4 CONVERTER - c 
OPKIAL COLOURED PADS . sii 
OfnCIAL RUMBLE PACKS 
OFFICIAL MEMORY CARDS 
BLAZE MEMORY CARD 
BLAZE RUMBLE PACKS 
BLAZE RF UNIT 
BLAU RGB SURT CABLE 
RGB SaRT CONVERSION LEAD 
EXTENSION CABLE 


CALL 

CAU 

CALI 

£32.99 

CALL 

CAU 

CAU. 

call 

S" 

CAU 


BANJO A KAZOWE 
BIO FREAKS 
BUn-A-MOVE 2 
CASTIEVANIA64 
CONKERS QUEST 
CRUISIN' WORLD 
F-ZERO X 
FORSAKEN 
6T64 

HOLY MAGIC CENTURYIQUEST 64) 
IS$98 

MISSlOH IMI>OSSIBLE 
MYSTICAL NINJA 
NHL BREAKAWAY 98 
PRO BASKETBAll 98 
REV LIMIT 
V-RAILY 64 

WCW Vs. NWO WORLD TOUR 
WORLD CUP 98 
YOSmS STORY 

mOA64 


UK NIHTIHDOM BOXED >; w£34.00 

UK NINTENDO 64 UNBOXED £31.00 

IMPORT NINTENDO 64 BOXED £39.00 

IMPORT NINUNDO 64 UNBOXED £36.00 

OFFICIAL COLOURED PADS • su <oioms£7.00 
OFFICIAL RUMBLE MCKS £4.00 

OFFICIAL MEMORY CAROS £4.00 


AEROFKHTERS ASSAULT 
BLAST CORPS 
B0M8ERMAN 64 
BUST-A-MOVE 3 
CHAMELEON TWIST 
UAYFICHTER 63^3 
OIDDY KONG RAONG 
DOOM 64 
DUKE NUKEM 
EXTREME G 
FI POLE POSITION 64 
FIFA 64 
FIFA 98 

FIGHTERS DESTINY 
FORSAKEN 
GOLDEN EYE 
HEXEN 
U.S.64 

KILLER INSHNa COLD 
UMtORCHINI 

lYlAT WARS WITH RUMBLIPACK 
lYlAT WARS WITHOUT RUMBUPACK 
MAa THE DARK AGE 
MJ^N FOOTBALL 64 


>£14.00 

£10.00 

CIS.00 

£13.00 

£16.00 

£1^00 

£13.00 

£14.00 

£14.00 

cn.oo 

£13.00 

£9.00 

£14.00 

£14.00 

£16.00 

£15.00 

£11.00 

£12.00 

CIS.00 


£30.00 

jk35.00 

K33.00 

’£35.00 

£35.00 

£38.00 

£38.00 

£32.00 

£35.00 

£18.00 

£38.00 

£38.00 

£3200 

£30.00 

£33.00 

£35.00 

£30.00 

fsa.«e 

£33.00 


gamesWhat you 

SHOULDgHAVES! 

V BAn!!o & KAZOOie 




«6.00 £iu|| 
tt6.00 C3S.W 
08.00 £38.Blq 

91.00 U2.e^ 

«M<00 £38.00. 

itB.9 


R«o««ldk> 


_UK NINTEND>QT6"4W 


P»OTWtt4s 64 
QUAKE 

SAN FRAHaSCO RUSH 
SHADOWS OF THE EMPfRC 


CIMt £30.00 

CllH !£I8.00 £38.00 

£(440 £18.00 £38.00 

£t440 . £18.00 £38.00 

(144B } CIBBD £38.00 
tllA C1C4D aUBO 


TITRISPHEM 
TOP GEAR BBUY 

WAR GODS 

WAVIRAcioA 

WAYNE GRfnKY 30 HOCKEY 

WCW Vs. NWO World tour 

WORLD CUP9B 

YOSHI S STORY 
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V rou CA.N't' 

WHAT YD U WANT- 












GAME BOY 


BANiO&KMOOlI 
BIO fRf&KS 
CHOPPn AmCK 
CONKER'S QUIST 
CRUISW'MIBLO 
r-ziBO»^ 

FIYIHC ORRHH 

FORSAKEN 

CJiSM 

CEX: ENTM TNI GECKO 
CT64 

HOIY MAGIC CENTURY (QUBT 64) 
IGCV'S WRECKING BAllS 
ISS98 

MISSION IMPOSSIBLE 
MORTAL KOMBAT 4 
MYSTICAL NINJA 
NBA PRO '98 
QUAKE 

RAMPAGE WORLD TOUR 
RAYMAH^ 

SUPERHHiOO 
TONIC TROWH 

TWIHED EDGE SNQWMUOINC 
TURON 11 
VIRTUAL CHESS 

WAIMM COUNTRY ClUBTBUi COlf CtSmC 
WWP; WARZONE 


lO'T SA.TISF*IEO V 

Jj US KNOW WITHIN 
2 WORKING DAYS 
AND WE WILL GIVE 

YOU A i I I I . ■ 11 ' 

PRICE YOU S|/. 
\^THE PRICE YOU ^ 
^^SQLUTELY . 


PffiVE^lS: 

SONY S300 
PANASONIC Alio 
TOSHIBA 3107 
STEPDOWN FOR DVD 


NEW 128 BIT CONSOLE 

200 MHZ PROCESSOR 

ADVANCED 3D GRAPHICS PERFORMANCE: 

3 MILLION POLYGONS PER SECOND 

64 CHANNEL SOUND 

WE PROMISE TO HAVE / 
THEM IN STOCK FIRST! 


MISSION 

IMPOSSIBLG 


SPICE WORLD 27.99 

APOLLO 13-coLLEaoRS EDITION 32.99 

C.l. JANE 27.99 

GHOST IN THE SHELL 24.99 

jOOODFELLAS 24.99 

LETHAL WEAPON 24.99 

12 MONKEYS -COLLECTORS EDITION 32.99 

ABSOLUTE POWER 24.99 

ADDICTED TO LOVE 24.99 

RESEVOIR DOGS 24.99 

TERMINATOR 27.99 

STAND BY ME 27.99 

TAXI DRIVER 27.99 

TIN COP 27.99 

TOMBSTONE 27.99 

EXCESS BAGGAGE 27.99 

BLADE RUNNER-DiREaoR'S cut 24.99 

FLATLINERS 1 27.99 

CRIMSON TIDE / 27.99 

BABE ft 24.99 

CASINO M 27.99 

SCARFACE-coilArs edition 32.99 

GOLDENEYE M 24.99 

SLAUGHTERH WE 5 27.99 

RUMBLE IN TS BRONX 24.99 

TRON m 27.99 

MY BEST FR Ads WEDDING 27.99 

AUSTIN POufts 24.99 

BRAZIL W 24.99 

TOMORROmEVER DIES 24.99 

PULP FICTflN 27.99 

HALLOWEB 21.99 

DONNIE fllASCO 27.99 

KALIFOrA 24.99 

SPAWN m 24.99 

TERMIWOR 2 32.99 

^SBW-DIREQOR'S CUT 32.99 

IVPMwESSIONAL (LEON) 27.99 

DUSK TIL DAWN 27.99 

I KNOW WHAT YOU DID UST SUMMER 27.99 

BOOGIE NIGHTS 24.99 


WNEAMCUTVMS f 

(VISUU MEMORY SYSTEMW^HB^fti 1 1 IP 

i MEMORY CARD, GAMIS^ f 

MACHINE, procrammableIL 

'it- N 

XGF. ^'iC5 r^'«i 

INSTANT €XCHAIfli0 J 
I) TGLL US WHAT GAMG/ff 
YOU’RG TRADING IN. J 
a) TGLL US WHAT GAMG# 
YOU WANT 

^ RGCGIVG YOUR NGW 
43AMG THG NGXT DAY.* 

rVOU 13 Bt MAU 
' Al ' Ar>VAiYr~AC;Glf‘::.'=j;^ 

t *CAl.L NOW FOR FULG^ 

DGTAILS. 


£14.00 £18.00 £28.00 

£12.00 £16.00 ^^.00 
£14.00 £t8.0oBlBXO 
£12.00 £I6J|K2S.00 

£6.00 £9^^K)3.00 

£16.00 £amVl32.00 

£16.00 £21.00 £32.00 

EI0i)0 £13.00 £20.00 

£9.00 £12.00 £18.00 

£16.00 £21.00 £32.00 

£15.00 £20.00 £30.00 

£tl.00 £14.00 U3,00 

£I7J)0 £23.00 C3^- 

£15.00 £20.0ft,; Sffyt 

£12.00 £I6J)0 :JB| 
£15.00 £20.00 IBB 

£15.00 £20X0 £30.t<r 

£15.00 £20.00 £30 jn 

£15.00 £20.00 £30Xt 

£10.00 £13X0 

£15.00 £20.00 . 

£11.00 £14X0 9lP 

£14.00 £ 18.00 caon 

£19.00 £25.00 £38.00 

£14.00 £18.00 £28.00 

£14.00 £18.00 £28.00 

£16.00 £21.00 U2.00 

£15.00 £20.00 £30.00 

£14.00 £18.00 £28.00 

£15X0 £20.00 £30.00 

£14.00 £18.00 £28.00 

£11.00 £14.00 £22.00 

£16X0 £21.00 £32.00 

£14.00 £18.00 £28.00 

£14.00 £18.00 £28.00 

£7.00 £10.00 £15.00 

£9.00 £12.00 £18.00 

£14.00 £18.00 £28.00 

£11.00 £14X0 £22X0 

£16.00 £21X0 £32.00 

£19.00 £25.00 £38.00 

£19.00 £25.00 £38.00 


CLJtVFIGHTFR 63/3 
CRUISIN USA 
DARK RIFT 
DIDDY KOHC RACING 
DOOM 64 
DUKIHUKEM 
cxnoMf C 
FI POU POSITION 
FIFA 64 

FIGHTER 5 DESTIHY 

GOLDENEYE 

NEXEN 

IN THE ZONE 98 
I.SX.64 

KH.tER INSTINa COLO 

LAIMORCHINI 

MACE THE DARK AGE 

MADDEN FOOTBALL 64 

MARIO 64 

MARIO KART 64 

MISCHIEF MAKERS 

MORTAL KOMBAT TRILOGY 

MULTI RACING CHAMPIONSHIP 

MYSTICAL NINJA 

NAGANO WINTER OLYMPICS 98 

NBA HANG TIME 

NBA PRO '98 

NFL QUARTERBACK 98 

PILOTWIHCS 64 

QUAKE 

SAN FRANCISCO RUSH 

SHADOWS Of THE EMPIRE 

STARFOX 64 WITH RUMBLEPACK 

HARfOX 64 WITHOUT RUMBLEPACK 

TOP GEAR RALLY 

TUROK DINOSAUR HUNTER 

WAR GODS 

WAVE RACE 64 

WAYNE GRETZKY 30 HOCKEY 

WAYNE GRETZKY 98 

WORLD CUP 98 

YOSHI'S STORY 


place: vquh 
order BEFQr^ 
6:3aPM FOR 

GUARANTEED 
NEXT DAY 

delivery from 

£3.50. 
GIFT WIJ^ 

cinder £11 ^ 


[OLYMPIC IC6 
■HQGKCY '98, 


f^|JL.ES QCr 

exchange:: 
1/2 CABH 
2/3 exchange 

OF OUR SELLING 
PRICES FDR 
, COMPLETE 




WARZONC 


aHSQUEL S/PGBTav^ 
ORDERS PAYABLE 

TO r. e: f-t> i 
WE r*a . i’t charge: 

YOUR CARD UNTIL 

DESPATCW- 


SWITCH 


lATION & PRICE LISTS 

DEPARTMENT! .COM 


FAX BACK SERVICE AVAILABLE ORDER CONFIR 

PLACE YOUR ORDER BY E-MAIL!!! - SALES6 


1080 SNOWBOARDillG 

^£I«U| 


N £38.00 

ACROFIGKTCRS ASSAULT 

J5EI2.00 


-185.00 

BIO FREAKS 

£19.00 

£25X0 

£38JW 

BUST CORPS 

£9.00 

£12.00 

£18.00 

CHAMELEON TWIST 

£16.00 

£21.00 

£32.00 









ISSUE EIGHTEEN 


CONTENTS 



The world’s most phenomenally enduring console comes under scrutiny this issue. 
We examine its lasting appeal and check out what’s around the corner. 


The fast talking lounge lizard works his way over to Nintendo, 
We bring you a first peek into the gecko’s grotto. 


The future is a bleak place where science is used to 
despicable ends. Nothing like a little escapism, is there? 


The benchmark futuristic racer is flying onto the N64, hot from its 
success on a certain other console. And we’ve seen it. Yes, we have! 


What would happen if you took a bunch of beach buggies and grafted animal-like qualities on 
. to them? The result may be quite a lot like S.C.A.R.S., really. 


Good news for all of you out there who followed our exhaustive Forsaken guide last 
month: here’s how to get to the end! 


TOTAL 64 
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WHAT S IN THE MAO 





I t’s been a month full of turmoil and 
upheaval here at the T64 tower. The 
boy Jones has said his farewells and 
limped off into the sunset, so spare a 
thought for him, as you realise all the 
fun he missed out on while we were 
putting this issue together. 

By 'we’, I do mean we, for at the 
helm of your favourite Nintendo oracle 
(Who said orifice? Go and stand in the 
corner!) are two chummy chaps. 

Lips will be familiar to you all by 
now, but fear not, for I am here to be 
the balance to his ballast, the ying to his 
yang — he’s the lady to my man! We’ve 
already started as we mean to go on as 
we play 'good editor/bad editor’ with 
the staff writers (I was the good guy, of 
course!) and my genial good-natured 
outlook on life has made the perfect 
counterpoint to Lips’ almost tyrannical 
outbursts as the deadline gradually 
loomed ever nearer, 
j What our new double act means to 
/ you lot out there in the real world, 
is twice the fun, twice the dedication 
and twice the trouble and all for the 
same price of admission. It’s just like 
a Saturday afternoon double bill at the 
movies! So sit back, flick through the 
mag and pick the popcorn out of your 
teeth, as we bring the world of Nintendo 
entertainment to you. 

Ladies and gentlemen, I give you... 


This is the game that the world has been holding its breath for so long for 
which explains why so much of our planet is blue - but is it any good? 


Isn’t it about time that the Nintendo had a beat-’em-up to shout about? It is, 
as it happens. Handy that! 


The first RPG hits our curvaceous console and turns out 
to be... Well, read our review to really find out. 


This is the month that will become 
known as beat-’em-up heaven. And this 
game has jetpacks and lasers — oh yes! 


LIPS AND TACKLE! 

— That’s me on the end, that is! 


The grid-locked champion swaps his mazes for side-on platforming 
antics but does the bombtastic playability remain intact? 


THE REST 


Those of you with no friends and a 
burning desire to play chess should 
take a peek at this 'amusing’ update 
of the classic game. 
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UR RIMAS■ DsATBf 

JULYI99S 

Cruis’n World (Midway) 
Banjo-Kazooie (Rare/Nintendo) 
Iggy’s Reckin' Balls 
(Iguana/Acclaiim) 

AUCUSY1998 

Rev Limit (Seta) 

Deadly Arts (Konami) 

Chopper Attack (THE) 

Quest 64 (Konami) 

Tonic Trouble (UbiSoft) 

SCPTCMBCR 1998 

Castlevania 64 (Konami) 

Buck Bumble (Argonaut) 

OCTOBCR 1998 

BioFreaks (Midway) 

Extreme G Z (Acclaim) 
International Superstar Soccer ’98 
(Konami) 

Mission Impossible (Infogrames) 
Bomberman Hero (Hudson) 
Twisted Edge Snowboarding 
(Boss) 

F-Zero 64 (Nintendo) 

Body Harvest (DMA) 


Tell me about yoMrmotIter 



S ince the arrival of the N64, one 
of the most long-awaited and 
exciting prospects for the 64DD 
has been Nintendo’s huge fantasy role 
playing adventure, Earthbound 64- 
known in Japan as Mother 3. News has 
just emerged that the game has been 
moved from 64DD to cartridge, which 
is both good and bad. It’s good because 
it means that we in the West will almost 
definitely see it, and bad because it 
may be that Nintendo have had to scale 


down their ambitious project to fit it 
onto a cart, although it is a massive 
Z56 megabits. 

The news has fuelled the rumours 
that the 64DD is dead. Total 64 reckons 
that this is unlikely for many reasons 
- one of them being Howard Lincoln’s 
speech at E3 - and then there is the fact 
that Nintendo have now announced an 
Earthbound add-on disk. 

Earthbound itself is an RPG which will 
be different than, but possibly m-^re 


than a match for, Zelda. It is already 
being touted as a unique experience 
for every player, as the way you act can 
shape the game in large ways. 

For example, you can plant a tree 
at the base of a cliff, then later in the 
game, when that tree has grown, you 
can use it to get up the cliff. With the 
add-on disk, it will also make use of 
the 64DD’s internal clock, running the 
game in real-time. If you start playing 
at four in the afternoon and go back 
to it at ten at night, the sun would 
have set, plunging the land into 
darkness. The disk will also give 
you the chance of going back into 
the world as different characters, 
with different tasks to perform, 
and there is the option of future 
disks with new adventures in the 
same world. 

Earthbound 64 will not just 
feature one playable character, 
but around ten, all of whom will 
have different tasks to complete. 
Nintendo say that there should be 
around 60 hours gameplay for an 
RPG expert, and a whole lot more 
for the rest of us. More news as 
we get it. T64 


I 



ZELDA TEAM SPLITS! 

Nintendo messiah, Shigeru Miyamoto (All Hail!) has revealed his plans for 
the Zelda team once the game is completely finished. "Once we finish 
Zelda 64,** says Miyamoto, "the team will be split in two. One will work 
on a sort of sequel while the other team will be working on a brand-new 
game using the Zelda engine. This will speed up game development.” After 
the delays Zelda has faced, we certainly hope it does too, Shigs. Nintendo 
do not usually adapt game engines like this, and it is thought that Rare 
might have inspired them with Perfect Dark. 
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NEWS 


WHAT. WHERE. WHO. WHEN! 



A ny of you N64 owners out there suffering from 
the Metal Gear Solid blues (but with Goldeneye 
and Perfect Dark on the way, are you mad?) 
should be overjoyed to hear that Koei are working on 
Winjback, a third person perspective game which so 
far looks quite similar to the Konami PlayStation title. 
You control Jean-Luc Cougar or his female assistant, both 
of whom work as agents for an anti-terrorist outfit called 
S.C.A.T., and must avoid detection whilst infiltrating 
lairs and saving hostages. 

The idea is very similar to the adventures of Solid 
Snake, with the emphasis being not on shoc + ing, but 
on stealth and avoiding detection. Cougar has over 
350 actions to help you achieve this, and if you can’t 
avoid being detected, he has a supply of weapons 
such as flamethrowers, explosives and machine guns 
to give him a hand. One of the most useful looking 
manoeuvres is the ability to lock on to your enemies 
and, for example, roll sideways to avoid gunfire while 
keeping them targeted - something that was missing 
in Goldeneye. 

There are currently four areas in which the action 
takes place, these being some office grounds and an 
office building, an abandoned factory and a control 
centre. Winback \s indicative of the interest that many 
more Japanese companies are taking in the N64, which 
can only be a good thing for everyone. With its superb 
graphics and objective-based gameplay, Winback \s 
looking like it could be very special indeed, and is set 
for a year-end import release. Td4 





MOVCMBCR 1998 

1080 “ Snowboarding (Nintendo) 
V-Rally 64 (Codemasters) 

Sim City 2000 (Maxis) 

NHLPA Hockey ’99 

Micro Machines (Codemasters) 

DCCCMBCR 1998 

Legend of Zelda: Ocarina of Time 
(Nintendo) 

Top Gear Racing (Boss) 

Turok 2 (Iguana/Acclaim) 
Nightmare Creatures 
Road Rash 64 (EA) 

Wipeout 64 (Psygnosis) 

Superman (Titus) 

Nuclear Strike (THQ) 

Space Race 

Hybrid Heaven (Konami) 

Donkey Kong 64 (Rare/Nintendo) 
Quake II (Id/Activislon) 

TBA 

Twelve Tales: Conker 64 (Rare) 
Actua Golf (Interplay) 
Aeronaughts (Ocean) 

All-Star Baseball ’99 (Acclaim) 
Andretti Racing (EA Sports) 

Bio Tetris (Amtex) 



64 BITS 6 

.4 BITS 64 BITS 64 BITS 64 BITS 64 BITS 6 

4 BITS 64 BITS 6 

>4 BITS 64 BITS 










GOEMON GOES 2D! 

Konami’s Goemon, of Mystical Ninja Starring Goemon fame, is 
currently returning to his old ways: the mystical world of sideways 
two-dimensional scrolling. All that is known so far about the 
new title, is that Goemon’s friends, Ebisumaru, Yae and Sasuke 
will all be featured, and that there will also be a two player 
cooperative game. 




ISSUE EIGHTEEN 


TOTAL 64 




























NEWS 


WHAT. WHERE. WHO. WHEN! 


ISSUE EIGHTEEN 


Bottom of the Ninth (Konami) 
Buggie-Boogie CNIntendo/Angel) 
Command and Conquer (Virgin) 
Daikatana (ION Storm) 

Dear Blue (Konami) 

Dragon Storm (MGM) 

Duke: Time to Kill (GT 
Interactive/Eurocom) 

Earthbound 64 (Nintendo) 

FI Simulator 

(Video System USA/Paradigm) 
Flights of the U.N. 

(Video System USA) 
Ghouls’n’Ghosts 64 (Capcom) 
Kirby’s Air Ride (Nintendo) 
Konami Baseball (Konami) 
Looney Tunes 64 (Ocean) 

Magic: The Gathering (Acclaim) 
Mega Man 64 (Capcom) 

MLB Strike Zone ’98 
(GT Interactive) 

N64 Basketball (Z-Axis) 

NBA FastBreak ’98 (Midway) 

NBA Jam ’99 (Acclaim) 

Off-Road Challenge (Midway) 
Paperboy 64 (Mindscape) 

Pocket Monster: Pikachu Genki 
Dechu (Nintendo) 

Powerslave 64 (Lobotomy) 
Powerslide (Emergent) 

Robotech: Crystal Dreams 
(Gametek) 

Roto Gunner (TecMagik) 
Shadowman (Acclaim/lguana UK) 
Spooky (ICE) 

Ilf ilMAfl DATlf 

JULY 1998 

Off-Road Challenge (Midway) 


Take ogre the world 


N intendo’s console war with 
Sony, especially in Japan, is 
going to revolve around one 
thing and one thing only over the next 
year - RPGs. The Japanese love them 
you see, and it is mainly because of 
Final Fantasy VII that Sony now have the 
upper hand over there. Zelda 64 should 
balance things out but it can only be 
good news for Nintendo that third-party 
developers are also earnestly working 
on RPG/strategy-type games to boost 
the number of N64 RPGs out there. 


One of these is Quest, who’re working 
on the tentatively titled Ogre Battle 3, 
an updated version of Ogre Battle on 
the SNES. Quest are keeping tight-lipped 
about the actual storyline but what is 
known, is that you build up and control 
an army, which you move around the 
land in real-time. When you meet other 
people in the countryside, you’ll either 
talk to them or fight them depending 
on whether they are lawful, neutral or 
chaotic (remember D&D?). When you 
engage in battle, the screen shifts to 


an isometric battle screen - not wholly 
unlike that in the series - and your 
forces must duke it out with all manner 
of medieval magic and weaponry. 

Although the Ogre Battle 3 is currently 
only scheduled for a Japanese release 
so far, we’ve heard that a number of US 
publishing companies have apparently 
shown interest in releasing the game in 
the West. So, start looking forward to all 
manner of adventures involving knights, 
wizards, dragons and wyverns, and of 
course, ogres! T64 



Rack 'em 







F or those of you who can never 
manage to get a game of pool 
down your local because of the 
big, scarred bloke who nicks your 40p 
when you put it on the table. Virtual 
Poo! 64-which is developed by Celeris 
and published by Crave Entertainment 
- will come as something as a relief. 

Crave say that Virtual Poo! 64 has 
an innovative and excellent control 
method, which revolves around spin. 


impact point and strength, and that 
the ball collision trajectories are also 
extremely realistic. 

To put it in other words, just combine 
this with nine game modes, real-time 
lighting effects, the ability to adjust 
the table, and more options, stats and 
game modes than you can shake a long, 
chalked stick at, and you have what 
promises to be the most realistic pool 
simulation ever! T64 
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NINTENDO SHARES DROP 
Nintendo suffered a blow 
recently when their shares 
dropped by 470 yen to 13, 
150 yen - that’s a drop of 


PLAYMOBIL ON N64? 

Remember Playmobil? Of course you do! Well those chunky 
Playmobil chaps and chapesses are set to star In their own N64 


USE THE FORCE... 

Coming soon from famous Tomb /?a/der developers, Eidos, is 
Fighting Force, a scrolling beat-’em-up in the tradition of 


game. Oddly enough. Hype: The Time Quest is an RPG, where you Final Fight, with four characters to choose from, and plenty 

play a fearless knight who’s out for revenge against an evil Black of big weapons and manoeuvres. There are some cool ideas 


four percent - on the Osaka Knight. On the way there are plenty of spells to cast, puzzles to 


Securities exchange. 


solve, people to meet and monsters to kill. Nice. 


in the game, such as the ability - when you’re playing as the 
obligatory wrestler character - to pick up your enemies and 
use them as weapons! 
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Walking on a Knife-Cdge 
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F ot some stTange Teason, the 
N64 seems to have a shortage 
of decent flying shqot-’em-ups. 
Sure, there’s Forsaken and Lylat Wars, 
and Buck Bumble on the way, but three 
games is not really enough. Coming 
soon from Kemco in a bid to sort that 
out is Knife-Edge, a roller coaster ride 
through the caverns of Mars. 

Players can choose to play as one 
of three gunner characters, manning 
the weapons of a ship which is making 
a reconnaissance mission to Mars, 
where the Earth colonies have been 


overrun by mysterious alien forces. 
You see the action from a first-person 
viewpoint, blasting the enemies out 
of space with a target crosshair. 

There is a spectacular set path 
through the caverns, which is also in 
real-time, giving you the chance to 
perform evasive manoeuvres when the 
enemy launches their rockets or lasers 
at you. This set path approach could 
make Knife-Edge a very linear game, 
but Kemco are confident that certain 
features that they’ve incorporated will 
prevent that from happening. 


Depending on the character that you 
have chosen, your kill ratio and the 
difficulty level, new routes will become 
available. Backgrounds will range from 
alien cities to underground tunnels to 
alien occupied human colonies. 

Rumours now suggest that although 
Knife-Edge will work with the standard 
N64 joypad, it may also be compatible 
with an upcoming N64 light-gun, which 
companies like Interact have expressed 
an interest in producing. 

Knife-Edge should see be on import 
release this winter. T64 


Sony and Nintendo team up 


A strange piece of news has emerged: rivals Sony Music 
Entertainment and Nintendo will be working together, 
albeit without Nintendo’s blessing, on the distribution of 
certain N64 games. "How can this be?” I hear you ask. Well, Psygnosis, 
who are working on several N64 games - most notably Wipeout 64- 
are part owned by Sony, so Sony are in a good position to make a deal 
to distribute. Geddit? Indeed, it’s very shrewd work on Sony’s part, 
as it means that if Psygnosis are adamant that they will produce N64 
software, Sony will still make money from it. Td4 



Mission: Impossible 
(Ocean/Infogrames) 

FI World Grand Prix 
(Nintendo/Video System/ Paradigm) 
Waialae Country Club True Golf 
Classics (Nintendo/T£rE Soft) 

AUCUST1998 

WWF: Warzone 
(Acclaim/Iguana West) 

Iggy’s Reckin’ Balls 
(Acclaim/Iguana) 

Flying Dragon 
(Natsume/Culture Brain) 

Gex 64: Enter the Gecko 
(Midway/Realtime Assoc.) 
International Superstar Soccer ’98 
(Konami/Major A) 

Bomberman Hero 
(Nintendo/Hudson) 

GT 64 Championship Edition 
(Ocean/lmagineer) 

NFL Quarterback Club ’99 
(Acclaim/Iguana) 

SCPTCMBCR1998 

Fighting Force 64 (Eidos/Core) 
Cruis’n World (Nintendo/Eurocom) 
NFL Blitz ’98 (Midway) 

Body Harvest 
(Midway/DMA Design) 

Buck Bumble (Ubi Soft/Argonaut) 
Deadly Arts (Konami/KCEO) 

SCARS (Ubi Soft/Vivid Image) 
Superman: The Animated Series 
(Titus) 

Twisted Edge Snowboarding 
(Midway/Boss) 

WCW/NWO Revenge (THQ/Asmik) 



BUCKED UP! 

Last month we misinformed you lot out there... I know that this may seem hard to believe, 
but we did. In our preview of Buck Bumble we said that the publisher was Argonaut and 
the development was done in-house. However, Ubisoft are, in fact, publishing the game 
and all that programming type stuff is being completed by Argonaut. All this will be made 
much clearer next month, when we have an exclusive review of Buck Bumble, exclusive 
preview of Rayman Z and an exciting feature on Ubisoft itself. 
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Bust-A-Move 3 (Acclaim/Taito) 
Glover (HasbTo/InteractIve Studios) 
IntensoT (BSG Labs) 

Last Legion X (Hudson) 

Madden NFL ’99 (EA Sports) 
NASCAR ’99 (EA Sports) 

NHL ’99 (EA Sports) 

Space Circus (Ocean/Infogrames) 
The Glove (Reality Quest) 

OCTOBCR 1998 

VR Pool 64 

(Crave Entertainment/ Celeris) 
F-Zero X (Nintendo) 

Twelve Tales: Conker 64 
(Rare/Nintendo) 

Extreme-G 2 (Acclaim/Probe) 

Fox Sports College Hoops ’99 
(Fox Sports/Z-Axis) 

Knife Edge (Microwares/Kemco) 
Penny Racers (THQ/Takara) 

Space Station: Silicon Valley 
(Take 2/DMA Design) 

Top Gear Overdrive 
(Kemco/Snowblind) 

Turok II: Seeds of Evil 
(Acclaim/Iguana) 

MOVCMBCR 1998 

Legend of Zelda: Ocarina of Time 
(Nintendo) 

Micro Machines V3 
(Midway/Codemasters) 

Tonic Trouble (Ubi Soft) 
Castlevania (Konami) 

Charlie Blast’s Challenge 
(Microwares/Kemco) 

Earthworm Jim 3D 
(Interplay/Vis Interactive) 


Tanx for the memory 



€ ver had a falling out with a 
mate over a woman? Well, 
the inhabitants of the possible 
future in would know that 

feeling all too well. You see, a virus has 
emerged from South America which 
targets double-X chromosomes or, to 
me and you, the genetic bits that make 
up women. As a result of this, most of 
the women on the planet have died and 


the remaining few have become all 
powerful and are viewed as goddesses 
by the men. Governments have fallen 
and a state of martial law has been 
declared. Each woman, or group of 
women, has amassed a tribe of men to 
protect her from other tribes that want 
to poach her to become more powerful. 
At the head of each tribe is a battle-lord, 
and this is where you come in. 

You take control of one of a number 
of these battle-lords and, it just so 
happens, you have a definite penchant 
for settling disputes over women in a 
large armoured tank. There are three 
tanks, a battle tank, a motorcycle tank 
and a railgun, for you to choose from, 
which are all customisable and can be 
upgraded with nifty pieces of kit like 


flamethrowers, guided rocket launchers 
and even a nuclear bomb. 

The battles take place in cities all 
over the States, such as Chicago and 
Los Angeles, where the environments 
are fully interactive. Anything can be 
destroyed; is there a building between 
yourself and the opponent that you are 
hunting down? Drive through it then! 
You are in a tank, after all. 

The most exciting part of BattJetanx 
at this stage has to be the four-player, 
split screen death-match, that apparently 
runs at a constant 20 fps, so you and 
your mates will be able to indulge in 
some total carnage! 

All in all, BatiJetanx, scheduled for 
release by 3D0 next year, is already 
looking quite spectacular. T64 
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DEVELOPERS GRAPPLE FOR WRESTLING RIGHTS 

A GOOD GRAND PRIX GAME? 




Electronic Arts has bought the lucrative rights to World Championship Wrestling 
(WCW) from THQ, the company that provided the N64*s excellent NWO vs WCW 
game. In return, THQ have now signed a ten-year deal to produce games for 
WCW’s competitors, the World Wrestling Federation (WWF). Acclaim, who 
have developed WWF games for years, will release their last WWF game, in 
the form of Warzone, next month. 


Paradigm, who brought us the excellent Pilotwfngs, are working on a game that 
could stand head and shoulders above the other Grand Prix games on the N64, 
which have so far all proved disappointing. The game, even at 60% completion, 
manages to run smoothly and at a high rate, with loads of other cars on-screen 
at once. There will be a host of drivers and cars, and all the authentic tracks to 
race around once the game is completed. More news next month. 


TOTAL 64 ISSUE EIGHTEEN 












































NEWS 


ISSUE EIGHTEEN 


WHAT. WHERE, WHO. WHEN! 


fiAkAF CHAW ATTACK 


Our charts are now compiled and supplied by those 
lovely people at CAMC. If you can predict what the top five games will 
be next month, and are luchy enough to get picked out of Total 64's hat, 
you could win a game of your choice! Write on a postcard to the usual 
address and don't forget to tell us which game you'd llhe If you win. 
You can contact CAMC on 0181 9741SSS or visit them at their website 


at www.Came-retall.co.uh. 

1. WORLD CUP '98.CA SPORTS 

2. FORSAKCM.ACCLAIM 

3. COLDCMCYC 007.MIMTCMDO 

4. ISS 64.KOMAMI 

5. WCTRIX.IMFOCRAMCS 

6. MYSTICAL MIMJA.KOMAMI 

7. YOSHI S STORY.MIMTCMDO 

8. MBA COURTSIDC.MIMTCMDO 

9. RAMPA6C WORLD TOUR.GTI 

10. WCWVSMWO.TH*0 

11. SMOWBOARD KIDS.MIMTCMDO 

12. SUPCR MARIO 64.MIMTCMDO 

13. TOP CCAR RALLY.MIMTCMDO 

14. BUST-A-MOVC2.ACCLAIM 

15. DUKCMUKCM3D.CTI 

16. DIDDY KOMC RACIMC.MIMTCMDO 

17. MARIO KART 64.MIMTCMDO 

18. LYLATWARS.MIMTCMDO 

19. QUAKC.CTI 

20. SHADOWS OF THC CMPIRC.MIMTCMDO 


Milo’s Astro Lanes (Crave/Player 1) 
NBA Jam ’99 
(Acclaim/lguana West) 

Rat Attack (Mindscape/Pure) 
Rayman 2 (Ubi Soft) 

Roadsters ’98 (Titus) 

Rush 2: Extreme Racing USA 
(Midway/Atari Games) 

Survivor Day One (Konami) 

V-Rally ’98 Arcade Championship 
Edition (Ocean/Infogrames) 
WipEout 64 (Psygnosis) 

DCCCMBCR 1998 

In-Fisherman Bass Hunter 64 
(Take 2) 

Nightmare Creatures 
(Activist on/Kalisto) 

Quake 2 (Activision/Aaron Seeler 
Productions) 

Star Wars: Rogue Squadron 
(LucasArts/Factor 5) 

04 1998 

All-Star Tennis ’99 
(Ubi Soft/Smart Dog) 

Air Boardin’ USA 
(Ascii/Human Entertainment) 
Battletanx (3D0) 

Chameleon Twist 2 
(Sunsoft/Japan System Supply) 
Dex-Drive (InterAct) 

Dual Heroes 
(Hudson/Electro Brain) 

Legend of the River King 64 
(Natsume/Pack-ln) 

Lode Runner 64 (Big Bang) 

Magic Flute (SunSoft) 
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SIAMESE FIGHTING TWIN SEPARATED AFTER BIRTH. 
Originally announced as one game, the sequel 
to the fighting game, Hiryu no Ken Twin (to be 
released as Flying Dragon in the US), is now 
turning into two separate Hiryu no Ken Twin 
titles. SD Hiryu no Ken 64 will feature super 
deformed fighters and is on the way for a late 
summer ’98 release. No details are available 
yet, but it is quite possible that the game will 


feature the popular item-collection mode from 
its predecessor. 

Virtual Hiryu no Ken 64, the second game, 
is on target for a winter release. This game 
will be similar to Flying Dragon’s 'virtual mode’, 
using a more traditional combat system with 
realistic characters. Could this, at last, be 
the holy grail we have all been praying for? 
We’ll keep you posted... 
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liiliai Is lBi»ra|i»-Ti»i»ls? 


P layeTS who’ve now completed 
theiT AmeTican veTsions of 
Banjo-Kazooie may well be 
wondering exactly what Mumbo is 
talking about at the end of the game. 
Without giving too much away, he 
shows areas of Banjo-Kazooie that it’s 
impossible to access, and then says 
something about Banjo-Tooie. So what’s 
all that about then? 

Well, just days after Banjo-Kazooie 
stormed so spectacularly onto U.S. shop 
shelves. Rare made an announcement 
that "Banjo-Tooie will be the official 
sequel to Banjo-Kazooie - a totally new 
game we’ll release in 1999.” Rare also 
confirmed that, "We’ve included some 
areas in Banjo-Kazooie that can’t be 
accessed without first playing Banjo- 
Tooie. The secrets revealed at the end 
of the first game will only come into 
play during the second, so until then, 
you can look but you can’t touch.” 

It isn’t clear yet just how this will 
work, but because the game doesn’t 
save onto joypad memory cartridge, 
there are only three possibilities. The 


game will either come on 64DD, or it 
will require you to collect some codes, 
which when used in the first game - 
in the sandcastle for example - will 
open the new worlds. It may even come 
on a cart - a bit like a bridge adaptor 
- which fits between the console and 
the cart. 

Banjo-Kazooie owners may see this 
as an expansion-type rip-off at first, 
but the possibilities offered by Rare’s 
original idea are very exciting. In 
Banjo-Kazooie you already have 
arguably the best game on the 
N64. Banjo-Tooie will most 
definitely be both a major 
improvement on the first 
game, and a superb game 
in its own right, and at 
the same time, it will 
make the original 
Banjo-Kazooie both 
bigger and better! 

It will be interesting to see how this 
idea works out, but it seems as though 
it could provide great value for those 
who buy the original. Td4 






H ot news for all you driving 
fanatics: Snowblind are now 
working on a sequel to what 
is possibly the best driving game on 
the N64, Top Gear Rally. 

Top Gear Overdrive, set for a US 
release through Kemco in late ’98 with 
a European release to follow, looks 
set to improve upon its predecessor 
whilst also being radically different. 
Apparently, Top Gear Overdrive will 
not be a driving simulation, as much 
as a cheating simulation. You will be 
able to force your opponents off the 
road using a selection of gadgets. 


take sneaky short-cuts which put you 
in the lead, and use certain parts of 
the background - such as hay bales 
and traffic cones - by knocking them 
over into the path of your oncoming 
opponents - tee, heel 

Overdrive also plans to improve on 
the rather disappointing showing of the 
multiplayer mode on Top Gear Rally, 
which should definitely please anyone 
who remembers the Top Gear games on 
the Super NES. This time around there 
will be a four-player option, as well as 
a two-player option with competing 
computer cars. 


Top Gear Overdrive will also have 
enhanced graphics and a more arcade 
style feel to it and will feature seven 
dangerously twisting tracks (plus their 
mirrors) with hairpin turns and a variety 
of terrain, eight cars (with some secret 
hidden ones for you to find too), loads 
of add-ons and power-ups. Also included 
is the ability to build up cash, which 
can then be used to upgrade your car 
or buy a new one. 

All in all, the game looks like it could 
take the title of 'best N64 driving game’ 
when it is released. Not a hard thing to 
do, but we live in hope...Td4 
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Nintendo 64 peripheral makefi^ GamesWi^"are set to Taunch 
Taking the idea of the official pad^ Gamester have rerhodelled t® 
increased comforl and ca»isoL 

The pads will be available fn btack, grey; and clear CwfttimC 

wNl feature the addfifen df indep^dent Ttttbdf tre, AwteFfre am 

The Imh 4 bit tPvough is the competithw itrieipg. Gamester's paic 
■; . ' ■ ■ ■ ?■ 
to the dtear variety* corniced, td Nintf^kto^r extreme pricing | 

playtesting the pads tor a revi^ew as soon as we get our gndiby 
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iKiiiv and agaut, a new game creates its €i«vit whlfiwijtil of ijtieresfty 
on its guatity and originality. Sit down, hold tight 
await the coming of the genetic storm that is Hybrid, Meccvem 




There are some spectacular backgrounds in Hybrid Heaven, such 
as this Meo-Industriai/Aztec style, er... hybrid. 




n 








has a suit of armour that Robocop would be proud of, 
and SLomething tells me he ' s going to needtt! 


One major difference from the rest 
of the role-playing crowd though, is 
in the combat decisions. Here Hybrid 
Heaven has taken a big step forward, 
breaking from the norm. Is it possible? 
With most other role-playing games, 
as soon as you’re in a combat-based 
section, you have to switch to another 
screen for the combat options. However, 
in Hybrid Heaven’s combat scene, only 
the camera angles change, moving in 
a turn-based combat sequence, and 
so giving you greater scope and visual 
enjoyment of the fighting scene, which 
is pretty cool! 


Gameplayers and critics the 

wifinl 

world over are still eagerly 
awaiting the release of this 
much-anticipated title. Hybrid Heaven^ 
which is Konami’s latest baby, was 
first introduced to the world last year, 
and since then it has managed to catch 
the imagination of every Nintendo 
critic and gameplayer. 

This interest peaked at the latest 
E3 event as Hybrid Heaven was finally 
revealed to the public, who were blown 
away by the new game’s most obvious 
qualities. Both press and gameplayers 
alike openly commented on its highly 


HERE'S THE 
SCIENCE BIT! 

Hybrid Heaven is part of the 3D polygonal 
gang of games and is made up of 3D 
environments and spy-intensive plots. 
The game itself contains a mi>!ture of 
adventure, action and role-playing 
elements, and takes the best qualities 
from each game genre. However, it 
still uses the more usual role-playing 
antics such as menu-driven decisions 
and superb graphic scenes. 


gorgeous, smooth graphics and equally 
smooth gameplay. 


' PUBiiSHER; ICunaiwi 

OEVEIOPEB: iM-liUttSU 
EXPECTED RELEASE DATE-. TM 
FORMAT C«#tri«i9U 


























HYBRID HEAVEN 64-MATIONS 


Obvt.ousiy, fat grey xombi<es witt have a part to play t,n the game, 
but we won ' t telt you what it is... yet! 


The Hybrid Heaven characters also 
learn more fighting moves, the more 
combat scenes you get into and so are 
constantly being upgraded. 

YEf, IT'S ANOTHER 
OF THOSE FimiRIITK 
HELL-HOLES 

"What’s the game actually about?” I 
hear you say. Well, the player is drawn 
into a dank, hostile world far off in 
the bleak future where and - guess 


what - the human race has fallen into 
decline, the world has plummeted 
into turmoil and science has grown 
totally out of control (that’s certainly 
the state of affairs in the T64 office 
already, so at least we’ll be prepared 
for the future!) Hybrid Heaven's hero is 
Johnny Spader, and the aim of the game 
is all about propelling him through the 
violent world, taking out any enemies 
that get in his way. 

The plot of the game unfolds with 
the kidnap of the President of America 
by an unknown guerrilla group. Quite 
obviously the world is then thrown 
into turmoil, so our hero Johnny is 
sent to go and find the big man. On 
his search Spader and his small hard 
nut team become entangled in a plot 
of government blackmail, cover-ups 
and dirty deeds. 


At last, the M64 has something to match the celiulold-free 
wiggle of the young Ms. Croft. About time too. 




Spader eventually finds out that the 
government tried to create the ultimate 
synthetic soldier in a highly ingenious 
scientific project of a scope that the 
world had never seen before. This quite 
monumental human creation has now 
turned into the ultimate Frankensteinian 
demon, which is also accompanied by 
a band of mutant genetic freaks as it 
roams, becoming more physically and 
mentally twisted as the game progresses. 
Your mission is to kill them all and find 
the president. 


THE FUTURE If NOW 

It all sounds great, but will it really be 
as good as all the hype? Will it seriously 
set up the N64 for the new millennium? 
The only downside to all of this is that 
gamers in the West won’t be able to get 
their hands on a copy of Hybrid Heaven 
until Christmas time. 

All in all. Hybrid Heaven certainly 
looks and sounds to be a blinder of a 
game, and from everything that we’ve 
picked up on here at T64, we certainly 
can’t wait to play it... and we’ll get 
it before you! Of course, you’ll be right 
behind us! T64 
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LHP RECaHO 


We 're itoi sure how they 've done it hot took M the ifiew into the 
distance, and there-'s no upt fes^cng! 


64-MATIONS 


There's a time when the fittttre of 
racing will be very coot awfdfor 
us Mb4 owners that time witl^te ? « 
very soon indeed... 


TT 


There was once a time when more than its fair share of very pale 
racing games were easy; you imitations. When Psygnosis released 


just tried to drive a pretty 


WipEout Z097 they went one better. 


silly looking collection of pixels around making a title that was not only superior 

an all too simple track. Of course, all to its predecessor, but also achieved 


that has changed and racing games 
have now not only been graphically 


the rank of a timeless classic - a title 
which few have managed to compete 


enhanced but have also become a damn with, let alone surpass, 
sight more complicated. Thanks to Mario 


KartXhe world got its first racing game 
with added weapons and thus the whole 


WE'i£ F&QATINC 
INTHEAIR^^^ 


concept of tactical (and what’s more. However, fear not - we’re not getting 


evil) racing was born. all mushy about the PlayStation but 

Now arguably, when Psygnosis first rather acknowledging the achievements 
brought WipEout onXo the PlayStation, made by Psygnosis. What’s more, as 
they were really only mixing elements you should all know by now, Psygnosis 
taken from F-Zero and Mario Kart and are developing software for the N64 and 

then placing them in a big fat gaming the first title that they have announced 


cauldron. However, the game was more 
than that, much more. W'/pfouf almost 
reinvented the racing genre, spawning 


is WipEout 64\ For those of you who 
have never heard of any of the WipEout 
games (where have you been all of your 


life?) here is a brief summary of what 
they’re all about. 

Firstly - and this is probably the 
most obvious if you’ve had a look at 
the screenshots - WipEout is set in the 
future. This is a wild world where the 
Michael Schumachers of their time not 
only get the opportunity to crash into 
their opponents but also to blow them 
up using all manner of fiendishly evil 
weaponry. Obvious, too, is the fact that 
you race with hovercraft (well, some 
kind of levitating vehicle that floats 
above the race track) as opposed to 
traditional cars. The comparisons with 
F-Zero Xare really pretty obvious, and 
no doubt the average village idiot who 
has read this or any other N64 magazine 
in the last couple of months will have 
seen the similarities between the two 
new titles. 

However, there is something that 
definitely separates the two games, 
especially in the UK, and that’s image. 
The WipEout serSes of games has always 
represented the very cutting edge of 
coolness itself - the epitome of style 
if you like. Therefore we expect that 
WipEout 64 will quite possibly outsell 
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even the mighty F-Zero Xwhen the two 
are released, just in time to hit the 
Christmas run later this year. 


WA^F FACTOR KINE 

One of the best things about the game 
on the PlayStation was its soundtrack, 
which featured music from the likes 
of the Prodigy, Future Sound of London 
and Fluke - all big names in the world 
of dance music. Whether or not this will 
be the case on the N64 will remain to 
be seen (or indeed heard). However, 
at the moment Psygnosis confidently 
predict that the sound that will feature 
on the N64 version will be every bit as 
good as its PlayStation counterpart. 

All in all, WipEout promises to be a 
pretty smart racing game, featuring 
six new tracks, five new weapons and 
as many as 15 vehicles on the screen at 
the same time, which is really a very 
respectable figure. What’s more, if they 
manage to get the four-player mode 
running smoothly and more importantly, 
quickly, we should be looking at another 
one of those 'must have’ titles of ’98. 
Expect a work in progress report very 
soon indeed. T64 


Admittedly it looks just like the PlayStation version kut you 
can bet that Psygnosis will work some serious G4-bit magicw 
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Hands up if you * d iike to see another futuristic racing game bn 
the M649 one that combines elements from a number of games ^ 
with some original ones, tots of weapons and speed, a four player^ 
option and some coot cars and tracks... Oh, that.* s nearly ail of you 
Weil, let me introduce a new friend of mine. M64 gaming public, 
meet S.C.O.II.S. 


While the N64 may not have S.C.A.R.S.^ which you can add to that Century films such as Terminator, 

START all that much in the way of already impressive list. Terminator Z, and err...Superman III.. 

^ realistic driving simulations, S.C.A.R.S., which stands for 'Super Of course, the inevitable happened 

it is the place to be for the driving Computer Animal Racing Simulation’, and the computers - being far more 

games which don’t try too hard to is being developed by Vivid Image, intelligent than humans - overthrew 

make realism their most important who made the excellent Street Racer - their fleshy-bodied masters and then 

factor - Mario Kart 64, Diddy Kong on the SNES. So far it’s looking like it even developed complex emotions. 

Racing ar\& Extreme G are three of will be a cross between Wipeout and Unfortunately, among these was 

the best games you can buy. Extreme Mario Kart, and it could be better than a sense of boredom, and pretty soon 

C 2 looks great so far, F-Zero Xis out both, from what we’ve seen already. the computers grew tired of whipping 

soon and is looking awesome, to say Like all the best games, it needs a story their human slaves and instead sought 

the least, and Wipeout 64, which we to set the scene. Are you comfortable? entertainment in the popular human 

saw running just the other day at only Then I’ll begin... sport of racing. 

65% completion, seems like it could The year is 3000 AD and human So they set about developing cars 

blow even Nintendo’s title away. Who beings no longer rule the Earth. Oh that would mimic the Earth’s most 

needs Gran Turismo anyway? no. The fools went ahead, developing fearsome animals, equipped them 

To carry on in this grand tradition, their supercomputers and still not with powerful weaponry, and set them 

coming soon to an N64 near you is heeding the warnings of late ZOth against each other on dangerous 
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These are the power-ups that you can pick up along the way, with details of their effects. 


Is thrown onto the 
track and pulls 
any cars into it. 
Can be charged to 
different strengths 
and also destroyed 
with bullets. 


A long-range weapon, 
the seeker will fly 
around the map until 
it hits an opponent. A 
seeker that has been 
charged will fly further 
if necessary. It can be 
destroyed with bullets. 


Like it says, a boost 
of turbo speed, 
which can be used 
in different ways — 
three short bursts or 
one long one. 


As used by the police, 
the stinger can be 
dropped behind you, 
puncturing the tyres 
of the car at your rear. 
Can be destroyed 
with bullets. 


Will circle around 
your car until 
another one comes 
within range and 
will then home in on 
it before returning. 
Can be used 
several times. 


Activated when you 
pick it up and will 
explode when the 
timer reaches zero. 
The idea is to pass 
this 'hot potato’ on to 
another car, if there 
is one close enough! 


Surprisingly, this 
causes your car to be 
shielded for a while 
from attacks. There 
are no different 
charge levels. 


Fired forwards, these 
will slow down any 
car they hit. Can be 
powered-up to many 
different strengths. 


Will rebound cars 
that hit it. Can be 
charged to different 
strengths and also 
destroyed by bullets. 


tracks. All of a sudden, there was more 
fun than you would find in a big bag 
o’ fun. The cars became faster, the 
weapons more powerful and the tracks 
more psychotic. Now this is where you 
come in... 

S.C.A.R.S. has everything a speed 
freak could want. The graphics are 
most reminiscent of Wipeout a-nd, 
even though it sounds so cliched, 
they really do look stunning. Imagine 
the Psygnosis classic with buggies 
and you won’t be a million miles off. 
It’s overall tone is dark and moody, 
yet at the same time very bright and 
colourful. The game moves at a very 
impressive pace, often with many 
racers on screen, and Vivid Image 
are confident that the high frame- 
rate will be maintained throughout. 
Indeed, there were little or no signs 
of any slowdown in the version we 


tmaitaftes to handto toads of poty^ais, attil^^Mefbfv^ 
o j-scff’#<»ii at onco, maifttatittn^^ ivanio-rati^ , 


check out the weapons boxout below 
for more details. 

One of the most exciting features 
that’s going to be included in S.C.A.R.S. 
is the multiplayer option, which will 
allow up to four players to race around 
simultaneously. From the early version 
we played it seems incredibly fast, 
fun and frantic, especially when you 


get lumbered with the hot potato - 
arghl Get rid of it! 

There are also three other game 
modes for you to play, the Grand Prix 
mode includes the Carbon, Crystal and 
Diamond Cups, plus a Custom Cup for 
you to p^t to|ether. These are made up 
of seve4f raB^ each and represent 
differenf%if^<Silty levels - you must 


use to knock your opponents out of^ 
the race. There are no bananas and 


red turtle shells here though, and 
the weapons, instead of being the 
stereotypical guns and bombs, are 
more original and actually have a 
far more 'exfi^ing effect on the race 
than simple explosions. Luckily, you 
can carry two weapons at any time - 


saw running. 

As you speed along the tracks in 
an effort to win the race, you will 
I# pi^ <|j:^owerfups which you can 
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There are nine cars to choose from in the game. You can play as a cheetah, cobra, lion, mammoth, mantis, panther, rhino, scorpion or a shark. 
Here are some of the designs for the most impressive cars. 


Several tons of twisted steel and a very large horn. Does 
this make for a powerful and frightening car? Of course! 


Looks quite fragile, but makes up for this in speed. 
Hopefully the large claws will double up as weapons! 


The King of the Jungle, and 
now the King of the Road. The 
Lion roars across the tarmac, 
leaving all behind him a wreck. 


A match for the Rhino in terms 
of power and strength, and 
those tusks will surely provide 
plenty of battering fun. 




Predatory and completely 
unreasonable, the Shark car 
will creep up from nowhere 
and savage his opponents. 


rnnrn^ 
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BLADE 


fBCRETTRAOt 


Set in an industrial 
city. Claustrophobic 
and polluted, it is 
littered with sharp 
90 degree turns, 
which will require 
extreme skill. 


One for 5.C.A.R.5. 
masters. By far the 
hardest tracks, these 
will only become 
available to you 
once you’ve finally 
become king!' 












In these levels there 
are mutant aliens 
that will do their 
best to put you off. 
Most of the road 
surfaces are off-road 
and there are some 
nasty corners. 
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The tracks here all 
feature loads of cool 
variations on the 
standard route. 

Are they short cuts, 
or are they riddled 
with danger? That’s 
for you to find out! 


A twisty-turny country 
road. To complete all 
these races successfully 
you’ll have to learn how 
and when to use your 
brakes and handbrake, 
as there are lots of very 
nasty corners. 


There are nine zones for you to race through in S.C.A.R.S., and here they are. 


Features underwater 
roads and sharp turns 
plus large 'boulevards’, 
which are packed full 
with a huge supply of 
various lethal weapons. 
Happy blasting! 


come first in one race before you can 
progress to the next. Completing all of 
the cups will gives you access to the 
Mirror Mode, effectively doubling the 
number of tracks available to you and 
making it 54 in all! 

Challenge mode is only available 
once you complete a cup, and only in 
one player mode. The idea is to race 
against one CPU opponent with the 

I* 

opponent, difficulty level, number of 
laps and track all set automatically. 
The best bit about this is that winning 
the Challenge mode gives you access 
to previously unavailable cars, but 
you’ll need to be good to get them all! 

Another mode, only available in 
one player, is the Time Attack mode 
(Ghost mode). Like fn Mario Kart, this 
gives you the opportunity to set a new 
time and then race against your ghost 
in an effort to beat that time. Having 
someone to race against always shaves 
seconds off your time, so this is a 
good idea for anyone aiming for the 
high scores section. 


The nine cars that are available in 
S.C.A.R.S. are all completely different, 
adding to the lastability of the game 
for those people who want to become 
proficient with all of them. There are 
five features which differ for each of 
the cars: speed, acceleration, grip, 
armour and weaponry. So, if a car 
has lots of armour, you’re less likely 
to be blown up, but it will then be 
heavier and so it will have a lower top 
speed, although the added downforce 
would probably help you to turn the 
corners more easily - it’s complicated! 
You’ll need to experiment to see which 
combination of skills suits your driving 
abilities best. 

The cars are also faithful to the 
animals they represent, so the Rhino 
will be heavily armoured while the 
Cheetah will be very fast. It is not yet 
known whether the Shark car will go 
underwater and eat other cars for its 
lunch though^hame. 

As you race, you collect points in 
certain categories, depending on how 


you have played. These are Fastest 
Lap, Aggressiveness, Lapping Other 
Cars and Perfect Bonus, awarded for 
finishing a race without sustaining 
any damage. 

The tracks in S.C.A.R.S. are varied 
and original. There are nine zones, 
which include three tracks each, such 
as canyons, snow and Aztec. You can 
also play at night, when you have 
the ability to turn your headlights on 
and off - it doesn’t sound much, but 
it is very cool. 

Another cool feature in development 
is the Playback option, which is only 
available in one-player mode. This, 
amazingly enough, will show you a 
playback of your earth-shattering 
performance, which you can view 
from all different angles. You can 
also choose what camera position the 
car is viewed from, making it into 
an interactive ego-pampering road 
movie, of sorts. 

So far, S.C.A.R.S. is looking like a 
very mouthwatering prospect. It is 


Racing right through the 
remains of this ancient 
civilisation is amazing, 
but you’ve no time to 
stop and look! The road 
surfaces change without 
warning, so you have got 
to stay alert. 


ISLAND 


RAUy 


WATER 


These mountain tracks are 
packed with nasty surprises. 
If you’re not careful you will 
be slipping and sliding all 
over the place. The snow and 
lighting effects on all these 
levels are gorgeous. 


CANyON 


A bit like the Koopa 
Beach level on the 
SNES, this zone sees 
you racing around 
an island paradise. 
Keep to the sand, as 
it is the fastest route 
through the levels. 


entering into an N64 genre which has 
extremely fierce competition, but its 
blend of features, both familiar and 
original, plus cool graphics and the 
multiplayer mode may well make it 
the best of its type on the N64 when 
it’s released through Ubi Soft in a few 
months’ time. Ittii 
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When the muttimedia dimension is threatened by total invasion 
by the evii and demented Rex, there is only one hero to caii upon. 
And he *s a gecko - wouidn't you know it? 


/ What does the console that 

START has the world’s best platform 
title really need right now'? 
A championship calibre beat-’em-up, 
perhaps? Maybe a racer to equal the 
awe of Out Run? No, another platform 
game, that’s what. 

But wait, this one’s different. This 
platformer is actually worth paying 
attention to. Think of a phenomenally 
enduring games icon. Bring to mind 
the cheeky faced antics of a famous 
platforming perennial. Name me one 
platform hero that has appeared on 
no less than three - soon to be four - 
videogames systems. And the answer 
is... Gex! 


Bet you weren’t expecting that. 
Well, maybe the huge lettering above 
this column was a bit of a giveaway, 
but there you go. 

What we have on our hands here, 
is something of an enigma. Let me tell 
you for why.. 

YOU QEXy LITTLE 
THINCI 

Gex had something; that essential je 
ne sais quoi that propells a lame game 
into a name game. It could have been 
the cheeky asides that Gex drops into 
the gameplay. It might have been the 
formulaic gameplay that always let 
you know what was expected of you. 



IFor some reason, Cex f eit hesitant about diving into a targe hole 
with a thrusting arrowhead just outside. 



It may even have been the bright and 
cartoon-like TV world that Gex lived 
in. Whatever it was, Gex had enough 
ot It to bring him back from the brink 
of 3D0 obscurity and into the second 
generation of software for Sony’s little 
grey box. 

Fresh from conquering the world 
of the PlayStation, Gex is now headed 
to your curvaceous machine with all 
the sass and attitude for which he is 
justly renowned. Crystal Dynamics are 
busy preparing the title for its big 
64-bit debut, hopefully sometime later 
this year. 

Gex 64 itself will be highly similar 
to the PlayStation release, but with 
extra levels and additional hidden 
areas to make sure that the Nintendo 
version is the king of them all. The 
first extra level that you encounter 
is an underwater swimming level, in 
which the wreck of the Titanic plays 
a central role. 

The TV worlds that Gex must enter 
range through cartoon comedy and 
Hammer style horror to kung-fu capers. 
Gex changes his costume to suit the 
world that he is in and even alters his 
on-screen moves to suit the theme. 
Expect to see Gex striking the Crane 
move straight out of The Karate Kid 
in the Kung-Fu Theatre levels. The 
levels that everyone in the T64 office 
can’t wait to see are those where Gex 



The signposts in Cex 64 are as 
much use as those in Bristol. 









PREVIEW 


3D platformer, that’s very much in 
the Mario 64 mould. The PlayStation 
version has been hailed in many of 
its reviews as a Mario beater, so hopes 
for the superior Nintendo version are 


It aiit't over 'til the fat lady 
sings. Or lands on your head. 
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little lizard’s Nintendo debut. He also 
has a host of special moves, like his 
licking tongue with which he gathers 
up flies to boost his health. Gex also 
performs an effective leaping kick - 
karate style - which should knock any 
bad guy for ten. Add to this not only 
his well known tail-whip attack, but 
also the ability to grab a platform’s 
edge with his tongue as he falls past 
and Gex is shaping up to be a highly 
controllable character. 


Where the N64 scores big points 
over the Sony machine is in its ability 
to generate silky smooth graphics and 
extra flourishes that just make you go 
'Wow!’. Gex 64 has proved ripe for 
showing off such advances, with the 
Pre-History Channel being filled by 
amazing red-hot lava flows for Gex to 
negotiate and the futuristic Circuit 
Central themed levels being neon lit, 
Tron-style affairs with wall to wall 
pulsing colours. 


ftlMOTE CONTROL 



" Ah 'm 9 onna shoot a wabbit. 
Wuwerly wabbit pie for me!" 

rVE OOT CEX ON 
THE BEAINI 

How effectively the programmers will 
deal with the age old Nintendo bug 
bear of misting, remains to be seen. 
Gex’s playing areas are all relatively 
large but the gecko in a suit moves 
at a leisurely pace, with the priority 
being on accurate and well-timed 
platform leaping rather than rapid 
exploration. Recent footage of the 
Nintendo version of Gex, as unveiled 


From the 

moment that 
you started 

the game, 
greeted by 
Cex *s suave 
" Heet-leoow!" 
you knew that 
you were in for 
something 
a bit special 

at the E3 show in Atlanta this year, 
suggests that it won’t be too much of 
a problem. 

One of the most attractive areas of 
the PlayStation version were the witty 
throwaway comments with which the 
laughing lizard would harangue the 
player through the game. For the UK 
release, these were recorded by the 


Cex 64 will be structured around a map screen, giving access to each world via a giant TV screen. Each world has a variety of missions to accomplish 
in order to receive a reward, in the form of a remote control. These remotes are essential to your progress through the game, as later levels will only be 
\ available after you’ve collected a set number of the little blighters. 

There are three different ways to collect these remote controls: the majority wait to be found at the end of the mission on each level but finding the 
i;- : silver bonus remotes will take more lateral thinking. Some are hidden in devious parts of the playing area, which may remain otherwise unseen, whilst 
others are awarded after you’ve gathered a quantity of themed collectible items. This promises to make Gex 64 a platformer with plenty of longevity 
underneath its pretty surface. Even when you’ve completed all the levels, you won’t have seen it all. 










preview: 




venerable Leslie Philips. From the 
moment that you started the game 
to be greeted by Gex’s suave call of 
"Heel-leoow!”, you knew that you were 
in for something special. 




}t^A *r- j • 




The sharks are hun 9 ry for 
some tasty Gecko meat! 


In this area, the N64 is at a slight 
sonic disadvantage to its cousin, as 
Sony was able to stream all of the 
dialogue direct from CD, giving a 
quite massive storage area to stuff 
full of witty quotes and quips. Sadly, 
at present, it looks unlikely that Mr. 
Philips will reprise his role for our 
version of the game. 

Let’s hope that the Nintendo version 
retains all the character and charm 
of the PlayStation version and adds a 
polished sheen to the title, to bring 
another top calibre platformer to our 
little boxes of fun. T64 




When Gex first sprang onto our screens, it was on the ill-fated and short 
lived 300 console. The machine was powerful and the intention was that 
it would become an industry standard console base, much like Windows 
is to the PC world. It never happened:people just didn’t buy the things, 
so companies never developed top software for the platform and the 
whole project spiralled into oblivion, to become a footnote in the annals 
of videogame history. 

There was one survivor that refused to roll over and die. 6ex had built 
up quite a following in 3D0-land - largely due to the comparative lack 
of quality software, it has to be said. What was surprising was when 
that self same game was released on both Sony PlayStation and Sega 
Saturn, people bought it in their droves. The game mixed traditional 
two dimensional platform antics with some wall-climbing antics and 
called it revolutionary. It clearly wasn’t. 


Fresh from conquering the world of the PSX, Gex 
is headed to your curvaceous machine, 

with ail the sass and attitude for which he 
is justly renowned 


Now this is what you call 
Flower Power! 


Gex hitches a lift on the back of a Turtle Taxi and rides from area 
to area in the sea. Look out for the Titanic on the way past. 


Gex's antics makes the 
hunter's head spin! 
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the word 


file Miitfendo Came Boy is the most popular hand held gamin 9 
device in history. With the latest introduction of the Came Boy 
Pocket, is the whole era of hand held gaming moving into a new 
phase? Total 64 has taken a took at the Came Boy and where it *s 
been, where it is now and where it *s going. 




/ Ever since 

START its release, 

almost nine years ago, the 
Game Boy has kept its niche in the 
market as the number one hand held 
games machine and has, over the years 
since its release, remained the sole 
survivor amongst its past competition. 
Bearing in mind that the Game Boy 
lives in one of the most dynamic and 


fastest growing 
industries on earth. 


impressive 
"doesn’t even 
begin to j 

describe its I 

achievements. ' 

Above all, it is 
still very alive 
and very, very 
kicking. The Game 


Boy has eighty percent of — 

the market share at present and is 
still on the rise! Nintendo actually 
sold twenty percent more Game Boys 
this year than they did last year. Are 
you impressed yet? You should be. 

The birth of Nintendo as a computer 
games company started in the early 
1980s, with the introduction of their 


first small hand held LCD 
computer games ~ the 
^ Game and Watch. 

Remember them? 
The Game and 


Watch was a 
small square 
object which 
usually had onl^ 
two buttons - one 
to move a character 
to the left, the other to 
move them to the right. And 
that was your lot - well, apart from 
telling the time and giving you the 
option of an alarm. In their day they 
were the biz and satisfied many a 
screaming child in the back of a car 
on a long journey. 

Then came the late eighties and 
the technology of sound and light was 


on the move again. Two turntables 
overtook the live band; Compact Disc 
overtook vinyl; Robo Scan laser lights 
overtook the revolving glitter disco 
ball and Snafj overtoo^i'Buck’s Fizz. 
With this cultural move taking place, 
it wasn’t long before the vision of 
Nintendo moved up into anothef^ear 
and paved the way for the legendary 
Game Boy. In 1989 a new era began 
in game playing... 

OLD HABITS DIB 
HARD 

The original Game Boy retained its^ 
distinctive grey and purple livery for 
many years, and it’s only recently 
that Nintendo decided to scrap the 
mould and go back to the drawing 
board. The result? The release of the 
Game Boy Pocket. 
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Japan has once again given 
their heart to a monster, 
or rather monsters. It’s not 


Godzilla this time, it’s the 
Pokemon. The craze apparently 
started on the Game Boy out 
in the Far East and has 


now spread to board games, jW 

toys, clothing and even snack 
food! The Pokemon craze is now 

apparently hitting the States so no doubt, in given time, it 
will be over here. The game is said to be a role playing 
affair and is also said to be superb. Keep your eyes peeled! 
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‘ ■'■v’ Throughout the Game Boy’s history 

it has come up against some worthy 
rivals •“ mainly the Atari Lynx and 
Sega’s Game Gear - both of which 
: posed a Considerable threat in the 
early nineties. But Nintendo still did 
not lose their faithjn the Game Boy’s 
design and kept on churning out the 
same machine, yFars and years after 
its introduction. This obviously proved 
to be a good move as, for some reason 
or another, the competition gave up 
the fight and died. But was this also 
the beginning of the end for the Game 


Boy? Was it phased by the ever growing 
popularity of consoles and PCs? What 
do you think! 


THi SKRIT OF 
tOCCRff 


Various reasons have been given by 
the press and buying public as to why 
the Game Boy has always managed to 
hang in there, despite changing tiniis 
and fashions. Perhaps one reason is 
the image of the Nintendo Game Boy. 
For some reason it’s always been seen 
as cool to own a Game Boy. 


The Game Boy has always remained 
the machine to be seen standing 
with in the playground, on 
jT the bus or on your living room 
couch. Grumbling grandparents 
and aunts, and envious OO 


FORMftTIOW 




















than ideal but the cheertul ‘Kev-plink* 
ring song tone that greefe 
turn the machine on each 
It all: you’re gonna hasa fun 

The amphas^ war lailid: Squarely 
it the door of the games themsel;^. 
Without graphical flash to fall back 
on, the games designers needed to 
hook the public with something else. 
As a result, the enormous Game Boy 
back catalogue boasts some of the 
most addictive and playable games 
of any system. 


What are the differences then? Well, 
tUjft of all the Game Boy is smaVlev 
although the s^»|ij|j^|Witl the ame 
stze anf'tlj^fi>iours_-iape diffeiienU. 
With the N^^t you Mave the chmj^-- 
of red,^e|^ow, green, black, silver, 
clear and - as a very special limited 
edition - ice blue. You ilill have all 
the games as well. Hintendo have a 
'backward compatibility policy’ which 
means all the games y«u could bt^ on 
the grey Game Boy will still be playable 
on the l>ocket, so your collectton 
still grow. 

On the first day we received the new 
G 4 lTiC Boy Pocket here at the dingy : 
dungeon, it was agreed that I’d ba 
the biY® responsible for doing the 
write tip. 1 did initially see the parcel 
the office, but then that was 
.it..it.;ust vanished. Then for around 
three ti^s our associate editor. Steve 
Takte, Was seen walking around the 
office,, smuking and grinning with 
s«lf-coRce«ted rnadjiesr. Occasional 


TMi 

MAK£S vm 
AMomm mpnu. 
YOU jyST tAWf 

BEFUSi 


The Game Boy that we’ve all come to 
know and lav.e has cQnie to an end. A 
new cultural revolution is under way 
to take the hand held computar into 
the new millennium. Make way for-the 
new godfather.., the GAW£ BOY PGt3STI 
What is this Innova^n? Is this the 
fatal change that is going to cause 
the downfall of the Game Boy? Have 


:t»ULS±nS: hav^. #3 ways comThehted op 
Wtl« Antt5adta3.J^r my^ g^ttna in the 
cBThcr of sitentl^ twik^ng 


competitor in the eye candy stakes. 
Although both of its main rivals were 
able to boast of 'full’ colour displays. 


'^away"^antically with hiTthtie grey Tlintendo's little champion was able nine yaats of g.tAnd tradition iust gone g*g0es burst rtom 


plastic machine. 


to lun fTorti-ttS'-batteries for hours 


totally down the par 


Perhaps the biooest leason for the and hours longer than either of the and no. Ttere ifelotal 64 we believe would echo form various parts of^ihe 


Game Boy’s success is its emphasis competition. This was a vital selling that the Sarne B.oy is now rolling back room, beht^d people, un^r d(!^'s. 

on j ^If ^ abilitv. .Almost hamstrung by point f£r gamers tm the go. True, that its sleeves antibs J.a5l about rea<^ t^g,^ Then, Stiff-tTitent In some fegss^us 

9s iTO^hatl monotone Liguui Crystal little screen could be difficult to see kick the whole world Into oblivion.,. plan, Steve ?nuck back to his desk 


display, the Game Boy was never a if the lighting conditions were less yet again 


and with his head arched downwards. 



** We 1 come * 
jUPa What woulcf 
v»ou like'?** 


a> ^ 


You still hnve a,ll the gt^ntes a.s well. Nlnlentlo 
his^e ta, * backwisrat sontpistiblllly pelley ' 
which naeasns asll the games you coulat buy on 

the ga’ey Came Boy will still be playable on 
the Pocket, so your collection can still grow 
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FEATURE 


The Cnnwe Boy that we' ve come to know and, 
tove has some to an end, A new cultural 
resolution is under way, to take the hand held 
computer into the new millennium. Make way 
for the new godfather,,, the CMM€ BOY PO€KCT 

VieMr wliicti photo 


onto sticky-back paper so you can 
bribe^aasi blackmail all your friend 
and enemies. 


The test now is to see whethei the 
Game Boy will be around for another 
decade. The sales in Japan already 
suggest that this may well be the 
case, as five hundred thousand were 


sold in the first week. Admittedly the 
future does look good tor the Game 


comical adcf-ons such as tangs, horns, 
big ears, flowers, large eyebrows, 
moustaches and so on. Unfortunately 
we see our editors with drooling teeth 
and scary eyes every day. so it didn’t 
make them look any different. Why 
didn’t Nintendo include a few normal 
facial features? 

Anyway, apart from all the facial 
add-ons you can also paint your own 
masterpieces over the photos and can 
cut, paste and so on. You can also 
choose from nine special mmnr image 
and split-screen lenses to divide up 
pictures. It’s like having a mini LCD 
kaleidoscope right in the palm of your 
hand - everything you could possibly 
wish for IS here! 

You can also put the camera on a 
timer, create an animation and best 
of all, print all thelilcTuriF^ou take 


Boy and the hand held console. And 
with the introduction of a backwaids 


Spring, things are ceitainly looking 
fantastic for Nintendo and the Game 


Boy buying public. Whethet people will 
quickly become bored ot the Pocket's 
add-on hardware remains to be seen. 


and a huge demonic grin across his 
face, intently tapped away on the 
small machine held in his hand. 

Was he planning the downfall of 
the office? Had this month’s torment 
from Lips and Rapide’s weird brew of 
coffee, beer and videogames finally 
toppled him? Nope. It was far, far 
worse than that. Steve had found the 
Game Boy Camera. 


to 30 images at any time and store 
them all in the Game Boy Pocket’s 
memorised photo album. However, 
it’s only after you’ve taken the shots 
you want that the fun really begins 
which Steve rapidly found out. to the 
detriment of the rest of the office. 

Once you have your photos, you 
can then jazz up the pictures using 


but the possibilities here are endless. 

So has the Game Boy Pocket taken 
the hand held gaming eNpenence on 
to a new phase? Well I think that''; for 
you to decide. With the added bonus 
of the Games Booster foi the Nintendo 


64 - with which you can connect a 
Game Boy to your 64 machine - I think 
the answer must be a resounding 


rosy red for everyone 
lump of plastic. 


THE JAMfif^BONH 
filADQETCtf I 


"What Game Bpy, Camera?” I hear 
you all scream. vT^ii Nintendo’s new 
Game Boy is set to bring the digital 
revolution to the palm of your 
hands. Before the Pocket, games 
were the most important feature 
- not any more. Oh no. (What? Are 
you sure about this? I mean, the 
camera’s pretty cool but it is called, 
after all. the GAME Boy' - Steve.) A 
detachable camera lens can now be 


^ndsl / 


bought as an add-on device for the 
Game Boy Pocket. The tiny fisheye 
photographic device can capture up 































FEATURE 


Image is important,[looks are important, the 

price is important but at the end of the day it 

ait comes down to one thing • games! Nintendo 

have always made sure that their Came Boy is 

constantly bombarded by new titles, to keep the 

customer overwhelmed, addicted and very much in 

love. Altogether there are over one thousand software titles to biiy 

€m the Came Boy, ranging from Tetris to Turofc and frcmt Super Mario 

to Superstar Soccer. 


The Game Boy would, of course, be nothing without the games, just how well 
would a ’Boy’ sell? There are a few games that every game boy or game bird 
should own. The whole Total 64 team sat down at our very own round table and 
argued out a list of the top titles that no self respecting Game Boy owner should 
be without. When asked for comment, lips merely blew a raspberry and walked 
away. We presume that he doesn’t wish to comment... 


A charming Utile number, full of piquancy and a well-rounded sonic bite. The 
cheery tunes were perfectly suited to this cartoon take on the arcade machin^^.^, 
and the scrolling gameplay was exemplary. 'Gafor didn’t try to simulate the real 
experience, but preferred to offer an animated romp on an imaginary table. The 
ball physics was not all that it could have been, but as arcade pinball games go, 
it is enormous fun. 


Do you remember the arcade blaster Space Harrier? Burai Fighter took the premise 
of this game and squeezed it to fit our little grey buddies. It was a side^-^n' 
scrolling shoot-’em-up that saw you control a space cadet strapped into a big 
thrusting jet pack. The whole point of the game was to blast your way through 
each level in traditional shoot-’em-up style. In fact, the only shoot-’em-up to 
top Burai Fighter was the mighty R-Type itself, which somehow managed to be 
even better than the SNES version! 
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PUTOM ME THIt Is still on the Game Boy. There is no finer two pl ^er game to be had thanj^ialJ^^- 

equally matched head to head Tetns-A-lhor\. I ret«eTlftJ»if one occasion in 195?! 
TETKIf when we were having a videogames session irk nn^s^fell - four lads and a fridge 

There can be only one. The classic, the most fdll of beer ~ which v/ent on until the wee hours of the morning. We had about 

addictive, slicirest, most fiendtsh, infurfating a thousand pounds worth of cutting edge technology ’ined up (two PlayStations, 

and demandfng puzzle game ever- Tetris. two TVs and muttfpie copies of games] and yet we still ended up hunched over 

This game has splurged onto more formats -' r tink ed-u_ p Game |n a frenzied Tetris challenge, I emerged Tetris King, by 
than any other videogame (except for chiss, the flT^s gfHe enough of that trip down Tetris memory lane thank 

perhaps, if yoa^sount that) but the best version f yo^: Steve 


Hintendo's hand-held wonder. What a surprise it was to find that, like Zelda, it 
was almost identical to the SNES version. It played the same, looked wonderful 
and provided hours of fun, playing countless battles as Ken, Ryu and the rest of 
the Street Fighting gang! 
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The CONTROL FREAK box 
will not only tell you 
what the controls are for 
the game but will also 
let you know how well 
they work and how that 
affects the gameplay. 


In the INFO BOX you’ll find useful information on memory 
requirements, number of players, rumble pak 
compatibility and cartridge size. 


CRITICAL MASS 


nUCKBD AND STUPPBD THU MONTH 






Last month we had a full compliment of writers, beavering diligently away to bring you all the very best in reviews. This month, with the departure of the Boy 
Jones, we welcome a new face, albeit not a very attractive face (unless it’s very dark). We give you...Steve Takle. He’s not very good but then you just can’t get the 
staff these days. I’m just being mean ’cos I played Wipeout 64 when he was away (har, har, har). 


U* ;.\J 0." J ^ .L'AP 0 5 A 

We pull off the impossible and review the game you’ve all 
been waiting and waiting for. Let’s just hope that it doesn’t 
self-destruct... 


41* A 

Vengeance shall be mine sayeth Midway, and with 
bone-crunching glee they return with the year’s 
best beat-’em-up. 


Throw away those boards, chuck out yer dice and 
rejoice as the first ever RPG for the N64 tries its 
luck at the hands of the evil Shadow. 


54 * 

Take one beat-’em-up out of the shop? Why not take 
two, with yet another Midway stormer. 


584 

Yet more heroics from the man who would be a 
bomb. Leap and bound to our review of the 
latest in the long line of Bomberman titles. 


624 H Ai 

Keep your boards, dust off those chess pieces 
and wince in agony as the game that no-one’s 
been waiting for gets a bit of a slappin’ 



























































fOiaMi#. SCORES ON THE 


80-89 

60-79 


These are the games that just have to be in your collection. For a game to get this score, 
it has to excel in every possible way and keep you playing for months. Buy these 
games...if you know what’s good for you! 

Good but not great. These games are likely to be very good but fall short of excellence 
because of one or two things, usually how long they’ll last you. After all, if you shell 
out 50 notes for a game, it should last you more than two weeks, right? 


Good to average. There will be some of you out there who will enjoy these games 
but only if you’re a fan of the genre or if you’re easily pleased. These games will 
probably fail to push the N64 and lack any kind of innovation. 

These are the games that promise much but fail to deliver. Miserably. You may be 
tempted by pretty packaging or by advertising hype but we warn you — don’t. Just 
don’t, alright? 


Are you mad? Games that get a score in this range will probably have one or two 
redeeming features but nothing to keep you playing for more than ten minutes. 
Leave well alone. 




Er, hello? There have actually been a few titles that have made the sin bin’. If you go within 
100 miles of these games, we’ll send Evil Ant round to throw eggs in your eyes. So be warned! 


Introducing...the Total 64 awards! 

All games that score 90% or 
higher will be given the great 
honour of receiving the Top 
Banana award. Anything that 
scores below 39% will get a Total 
64 Slip Up — avoid at all costs! 




JUSTIN 
^NEVER FINISHED^ 
ANCEL 

1. FORSAKEN 

2. FORSAKEN 

3. FORSAKEN 

4. FORSAKEN 

5. FORSAKEN 

JUST ABOUT BVERYTHINO: 

Forsaken 


ANT 

^MULTI'TASKINO^ 

CRACE 

1. WIPEOUT 64 

2. BANJO-KAZOOIE 

3. MISSION: IMPOSSIBLE 

4. GOLDENEYE 

5. FORSAKEN 

FLATPLANS: Virtual Chess 64 


JON 

^SHADOW^ 

AUSTIN 

1. GOLDENEYE 

2. BANJO-KAZOOIE 

3. WETRIX 

4. FORSAKEN 

5. MORTAL KOMBAT 4 

BAOOER BAITt Bomberman 
Hero 


STEVE 
^NO MAC^ 
TAKLE 

1. BANJO-KAZOOIE 

2. MORTAL KOMBAT 4 

3. GEX 64 

4. WETRIX 

5. MISSION: IMPOSSIBLE 

FILTHY lucre: Wild 

Chopper 


SIMON 

^MECLOMANIAC^ 

PHILLIPS 

1. WIPEOUT 64 

2. MORTAL KOMBAT 4 

3. MISSION: IMPOSSIBLE 

4. GOLDENEYE 

5. WORLD CUP ’98 

SIMPLY red: Mortal Kombat 
Mythologies 



The VERDICT BOX stays pretty 
much the same but we’ve done 
away with the percentages for 
category scores and replaced 
them with single numbers. After 
all, what exactly is the difference 
between an 82 and 83 percent 
sound rating? 



1st impressions 



1ST IMPRESSIONS lets you know what we thought of 
the game after that all important first ten minutes. 



REVIEWS ROUND UP has 


been totally revamped 
and now gives you all 
of the information that 
you would expect from a 
review — albeit in a bite 
sized chunk! You can 
make those all-important 
purchasing decisions, 
safe in the knowledge of 
what you’re getting. 



THE MAVEEKKf 
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MISSION: IMPOSSIBLE 


ISSUE EIGHTEEN 
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PUBLISHER: Ocean DEVELOPER: Infogrames PLAYERS: 1 GAME TYPE: Third Person Strategy Shooter VERSION: NTSC 


' SAVS^ME Mentory Pah 


RUMBLE PAK. Yes 


. CARTRIDGE SIZE 128108 


COHTROL FREAK 


■S' • • 
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It s here! It's finatty here! The game of espionage 
and infiltration that seems tike it's been in 
development since before the M64 itsetf, was 
smuggled past Ocean *s stringent security by one 
of our best operatives and delivered safety into 
our hands. Mow, the question is, have Infogrames 
managed to create a Cotcteneye beater, or is that 
Missions Impossible? 


Oh, cool: THAT music! Yeah, 
mission briefing - now I’m 
ready. This is all very secret 
service and that, isn’t it? Right, now 
where’s me gun - I’ll just get it out, 
run into the next area and blow the 
bad guys away. Ah, that didn’t work 
then. Hmm, time for a more strategic 
approach, methinks... 

And that’s what Mission: ImpossiJbJe 
is all about. If you’re looking for a 
quick fix of Doom/Duke Hukem style 


shooting action, then think again, 
because Mission: Impossible has you 
enquiring as much as firing. 

TEN A RENNy# TIN 
PAN ALlEy, PlrUe 
AWAY TILL THEY 
ABf OUmtY PERISH 

These action/adventure free roaming 
shooters seem to be ten-a-penny in 
the wish list stakes at the moment 
and sometimes it seems as if every 


software developer has at least one on 
their current schedule, so it’s going 
to take something pretty special to 
grab your attention. The thing is that 
although there’s plenty of these games 
just around the corner, as with many 
genres on the N64, they’re pretty poorly 
represented on the machine at the 
moment. Admittedly, you have the 
king-of-all-it-surveys title in Rare’s 
Goldeneye, but after that there’s only 
the dated Doom itself and the cheap 



jdt gouc h u r f ib t y w roug fur 
Cthau. Hr be's fiximg his watch. 



The only trouble with your fetiow operatives is that you're 
never quite sure when they'it throw in the towel. 
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MISSION: IMPOSSIBLE 

REVIEW 





1st Impressions 


The famous theme tune promises a quality experience that extends into the military-style menu interface. The graphics are impressive 
enough and you are free to move in any direction. It’s looking good so far... 


©‘i]QD8S©c3raD sCOODSSDra 



an’ cheerful Duke Nukem - beyond 
that, there’s nothing worth speaking 
of. Until now. 

Mission: Impossible is head and 
shoulders above the latter two games 
in terms of graphical polish. This game 
is seriously good looking. If it were 
a Hollywood actor, it could be Tom 
Cruise himself, appropriately enough, 
as the pint-sized heart throb took the 
lead role in the film itself. Not a Brad 
Pitt, then but a Cruise, at least, which 
is not bad at all. 

If anything. Mission: Impossible's 
gameplay is more closely related 
to the PlayStation’s hallowed Tomb 
Raider serSes than Doom, though of 
course, Ethan’s backside isn’t nearly 
as welcoming as Lara’s! The camera 
view that’s employed is third person, 
looking over Ethan’s shoulder. This 
doesn’t place you inside the body of 
the main character, but rather sees 
you as a kind of remote controller; 
acting like a kind of translator between 
Phelps (Ethan’s boss and mentor) and 
the main man, Ethan himself. 0 © 





No self-respecting secret agent would ever leave home without an arsenal of gadgets with which to take on the 
world. Mission: Impossible has its fair share of paraphernalia, from the overtly offensive to the covertly cowardly. 
It*s just a bit of a puzzle where Ethan keeps his equipment! A few of the tastier items from the secret agent’s 
home shopping catalogue are modelled below: 




r Nr 


r"Qt»>w-Nr 


rcompaot sizMox sjHfe 
lfnpf*s«<on a xarloux 


Piva •ooemoi 


These little puppies, if popped in 
a ventilation shaft, will provide an 
accurate simulation of a serious 
fire. This is useful for clearing a 
populated area or for providing a 
retreat with an effective smoke 
screen (groan!). 


Yes! This is some serious hand-held 
firepower! it would be overkill to 
bring this to bear on individual 
enemies, so save it for bringing 
down larger enemy vehicles such 
as helicopters. 


This isn’t the same stuff that you 
can buy from a joke shop, so do 
not try giving it to your mum - 
she’d be so angry that she’d blow 
up in your face. The stuff is ideal 
for smashing progress-blocking 
windows, though. 




Uxaa wlH> 

(•••o-inpuoing aartx. 
up to 20 rounm amn 
tut xtortKi In on* ctio. 
Ctuft* pon«r<ul «n<l 
w«rv xb*nt. 


: r^ittluriztKl 
oonununleation cMwio* 


No IMF agent would be able to 
complete their missions without 
this essential bit of kit. It allows 
you to assume the identity of a 
key enemy, which can be vital 
in completing some levels. 


The dart gun is perfect for those 
stealth-specific missions. It is 
silent, so it won’t attract any 
unwanted attention, and puts 
enemies to sleep immediately. 
They’ll stagger around afterwards, 
but they won’t be able to offer 
you any resistance. 


You’ll have this item on every level. 
This is the means by which Phelps 
- your boss — can transmit vital 
updates on your mission details. 

It also contains a database with 
all your mission objectives and 
data stored in it. 
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JOK'f COMMENT 

question of all is. Is 
Missfot): Impossible as 
good as it was touted 
to be? Well it pains 
me to say it Put, no it 
is not. However, while 
the game remains 
quite hair-pullingly 
frustrating, right 
down to Ethan’s 
jerky movements, 
and questionable 
if independent 
decisions (but 
unlike Steve, 1 
do like the way he 
■ surrenders with a gun in 

his face; it’s realistic!) it still pulls 
you back time and time again, for 
”one more go” at completing the 
level you’re stuck on. 

Certain levels, such as the wire 
one, show how polished the whole 
game could have been, and while 
Mission: Impossible is indeed a 
di sapp ointing release in need of 
that little tweak and tuck here and 
there, it is also a solid and ortgtnal 
game that deserves a place in 
your collection. After Goldeneye, 
of course. 



SOMEONE'S 
LOORINO OVER 
YOUR SHOULDER 

This viewpoint has both its advantages 
and disadvantages. The third person 



I ft's nntnxingly frustrating to see one of your 
aliios Junap up, grab hold, of the tip of a yraii 
and putt hintseif up, besause you ftnve no 
chance yrhatspearer to attenapt this ananoeuafre. 


perspective allows you to view a far 
wider area than the character can 
see and also gives you some advance 
warning of anyone sneaking up behind 
you, who would remain unnoticed 
by the character himself until it was 
too late. The trouble is, though, that 
the camera trails behind Ethan by 
some distance, so it’s all too easy to 
round a deceptively deserted corner 
and find a big battalion of soldiers 
lurking in wait. The first sign that you 


may get that you’re under fire is when 
Ethan takes a bullet, and your health 
is already damaged before you know 
what’s hit you. 

The control method itself is also 
somewhat quirky and imprecise. The 
analogue stick does offer you great 
control over the movement of your 
man. Ethan moves at different speeds 
depending on how far you move the 
stick, move it a little and he walks, 
further and he’ll run. So far, so Mario. 


He can be bit of a fiddly customer to 
steer, though, so expect to spend a 
fair amount of time overcompensating 
for your last movement. 

Whereas this isn’t a problem on 
the wide open levels, more confined 
corridors can see you running from 
wall to wall and bouncing off them. 
The control is much more manageable 
at a walking pace, though and slowing 
down at tricky spots will definitely be 
to your advantage. 
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MISSION: IMPOSSIBLE 



Missions Impossible is a, real mixed, 6019. Some 
of the levels are rent gents hut unfostunutely, 
some of the others a,re so painful to play that 
you yviii never return to them once they 
have been cleared 



Ethan also has a jump button, but 
using it is a hit and miss affair. It's 
fine for getting up onto a ledge or 
raised area, but more specific jumps 
can soon become a nerve-wracking 
e?<perience! Depending on the use of 
the analogue stick during the leap, 
the distance covered will alter. A firm 
thrust sees Ethan leap large distances, 
while a gentle tickle will make him 
take a short hop. The proper timing 
of a running jump seems somewhat 
mismatched with your actions, which 
proves an unnecessary risk. If you do 
have a jump to make in order to clear 
a gap or avoid a hazardous surface, 
it’s advisable to come to a complete 
stand still and perform the leap as if 
it were a separate set piece. The more 




It may be a super-computer, 
but super-hero ti 9 hts‘? 



cynical among you may well suspect 
that this set piece is roughly the length 
of the graphics’ jump animation. It 
does suggest that the gameplay is run 
to fit the graphics engine, somewhat. 

BEINO 

EHVIROliMENTALiy 

MINDED 

The environments are, at times, both 
lavish and beautifully crafted. The 
barren and uninspiring blank slate 
that was the early Arctic compound 
level soon gives way to claustrophobic 
corridors and glossy ambassadorial 
receptions. This is one game that does 
reward with its locale, the further 
that you progress through the levels. 
The polish and level of detail is also 


superb - it’s mighty impressive when 
you notice the bullet holes in a wall 
from your recent gunfight. 

The walls look pretty solid and the 
various pieces of equipment, such as 
computer screens and keyboards, are 
individual enough to avoid looking 
like stock items. They also vary greatly 
from mission to mission and this adds 
to the sense of reality that the game 
successfully generates. 

This seems to contrast wildly with 
the fact that the artificial characters’ 
intelligence is variable, to say the 
least. At times, the enemy is clever 
enough to follow you around when 
you’re acting suspiciously and issue 
you with a warning for being where 
you shouldn’t. Failure to acknowledge 




Oh yes, he does. Time and again. It s a good job that you don't see 
this screen with involuntary frequency, or that 'd be annoying. 


his warning to desist will see your 
mission fail. At other times, though, 
these guys will just stand around and 
do nothing - and I don’t mean that 
they’re lazy workers; the characters 
simply stand still: totally immobile. 
They’ll stand stock-still until you bring 
them the message or information that 
you need to clear the level. It’s as if 
someone forget to switch them on. 
Hmm.. sounds a bit too much like a 
computer game to me! 

Because of the linear, objective 
based nature of the game, what you 
are able or unable to do at any given 
time is dictated. If there is no logical 
requirement for you to be able to 
jump, you just can’t do it: you forget 
how to jump. The Embassy Function 
level is a prime suspect for this; press 
the button as many times as you like, 
and it won’t work. It is amazingly 
frustrating to see one of your allies 
jump up, grab hold of the lip of a 
wall and pull himself up, because 
you have no chance whatsoever to 
attempt this manoeuvre. Ethan Hunt 
evidently missed the IMF’s Advanced 
Mobility training course. To put it more 
simply: because you aren’t supposed 
to do it, you can’t. 

WHEEE'f THE 
CREDIBILI'm 

Perhaps even worse than this - well, 
maybe not quite so fundamentally 
frustrating but just as offensive - is 
the fact that if the game decides that 
the odds are too highly stacked against 
you, then you merely watch a scene 
whereby Ethan surrenders. 

Now I deliberately say Ethan, and 
not 'you’, because this clearly isn’t 
what you would do here. You would 
stand your ground and fight like a 
man, wouldn’t you? But no, the game 
doesn’t let you whip out the biggest 
weapon you have and go kill-crazy 
with it. If a single guard draws his 
weapon at you at the wrong time, 
what do you do? Fight your way out of 
a tough situation? No - you surrender, 
that’s what! It gets sooo frustrating at 
times, to the point where 
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Y' know, these toilets really worry me. There's a guys and gals 
cubicle, sure, but who wants to use that urinal? 



you’ll eventually find yourself yelling 
defiant abuse at the screen. 

At the end of the day, it doesn’t 
matter how many deficiencies this 
game has; a good many of you will 
rush out and buy Mission: Impossible 
anyway, just because it’s there. It 
plugs a gap in the market that has 
been empty for too long, now that 
Goldeneye is no longer the new kid on 
the block. And you wouldn’t actually 
be making a mistake. No, not at all. 



You see, it may be pant thwartingly 
linear and the puzzles themselves may 
all be both routinely and insultingly 
straightforward but it is fun. 

Completing each mission may not 
be the most difficult exercise ever, 
but the sense of achievement at the 
end of the level is huge. This game 
oozes atmosphere and sucks you into 
the world of espionage that is Mission: 
Impossible. You’ll really start to think 
like a secret agent and plan your route 


THAT^f THE TEAM tPIRlT. THAT MAMI 


carefully, walking calmly past the 
guards in an acquired guise and being 


Mission: impossible is an ensemble game, with your character needing to interact with and rely upon a team of 
trained individuals. Some of your colleagues will recur in several levels, while others are specific to a geographical 
location. Here are the main members of the Mission: impossible Force. 


HIBHIY TfiflIHEO... 
SUPER-SKIllEO... 

LEQDS THE UilY... 

POINT MON. 

ITHAN HUNT 

He is the central character of the 
game and the agent that you will 
control throughout. He doesn’t 
look anything like Tom Cruise, 


If 

JIM MIBLPr 


SEES (HE... 

KNDUS RLE... 

GREIS THE SHOTS... 
RUNS THE SHOU. 


c 

ONCE THEY'RE IN... 

AdS 

RETS THEM OUT... 


RIGHT OH TIME... 


ESCAPE ARTIST. 






JACK KIEFPiR 


Phelps is the head honcho of the Jack’s a one man logistical legend. 

IMF and the boss and mentor of You’ll be glad to see his face, as it 

Hunt. His is the voice that guides guarantees a safe passage away 

you through the game via radio from a mission. Kiefer can be 


as stealthy as possible. 

BAG OF BANANAS 
- SOME BOTTEN 
AND SOME RIPEI 

To be honest. Mission: Impossible is 
a real mixed bag. Some of the levels 
are real gems but unfortunately, 
some of the others are so painful to 
play that you’ll never want to return 
to them once they’ve been cleared. 
Fortunately, the good outweighs the 
bad, so you shouldn’t regret buying 
Mission: Impossible, it’s just a real 


honestly. Tom Cruise never had 
an inverted isosceles triangle for 
a torso. 


6EAUTIEULLY eRIlllANT... 
KNOliES HER STUEE... 



UEARS IT UEll... 

CRACK GRYPTOLOeiST. 


V 


♦ 

f 


CANDICE PARKER 


When Hunt is on one of his hyper 
dangerous missions, Candice is 
the companion of choice. She has 
been a researcher at MIT and is 
the agent that you want by your 
side if you are trying to bypass 
computer security. 


communication. This man has a 
dark secret that you only uncover 
in the later levels. 


HflIR TRiefiER... 

TERM PlfiYER... 

RRERKS THE RULES... 

EtEGTRONICS AGE. 

ANDREW DOWRY 

He’s a highly experienced combat 
veteran and a crack shot to boot. 
In a combat situation, Dowey is 
a good man to have by your side, 
plus he’s also an electronics wizard 
and can bypass sophisticated 
alarm systems. 





relied upon to clear a secure exit 
path from the area. 
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" Personally speaking, 1 reckon that ■ 
Missior): Impossible Is a top game. ■ 
How'ever, there will be many of 
I you out there who will be hopefully 
expecting Goldeneye. The thing 
Is, when you think about _ ^ 

; It, Rare’s top title Isn’t . 

really about being 
; 007, it’s basically a ' r- 

collection of all the ^ 

action sequences 
strung together for 

effect. This Is not ./ 

t 

a criticism, but -1 

you have to be W 

aware that with 
Goldeneye, yoii 
shoot people, switch \ 

things off . __ 

and perform a 
number of other , 

switchy-shooty 

type tasks. Mission: Impossible 
goes further and In fact alms for 
depth over action. 

However, such Is the variety of 
missions In the game that you will 
Invariably prefer some to others. 

This Is mainly because some have 
more action in them than others. 
Basically, for those of you that are 
prepared to forgive all the little 
discrepancies Mission-. Impossible 
will be the answer to all of your 
gaming prayers. And for the rest 
of you lot out there? Well, 1 would 
seriously suggest buying this game i 
as It Is an enjoyable and Indeed ; 
cinematic romp. i 


shame that you have to take the rough 
with the smooth. 

The missions on offer are varied, 
ranging from locating your accomplice 
by coercing an enemy into driving 
you to him, to hanging suspended 
from the ceiling by a fibre rope and 
lowering yourself past security laser 
sensors. Another great level finds you 
working your way along the roof-tops 
of a moving train in pursuit of your 
quarry - a man who flees you at full 
speed - while you take out helicopters 
with a small bazooka. 


The main strength of Mission: Impossible is the variety of the levels. Some are set in wide open expanses, while 
others take place in claustrophobic darkened corridors, filled with noxious gases. Not all of the missions see you 
running around with your weapon drawn — some require a very different approach. Here are three of the most 
distinctive missions. 


STATION 


This is perhaps the best level in 
the game. You take control of two 
snipers located in the roof of a 
train station. Your objective is to 
safeguard young Ethan while he 
runs around, trying to locate the 
level’s key adversary. You must 
eliminate any enemies who are 
trying to shoot Ethan by using your 
telescopic sights and sniper rifle. 
You must also avoid shooting any 
civilians, as this will terminate 
your mission. Great long distance 
sniping action. 


TERMINAL ROOM 


You get to play a human yo-yo here. 
Ethan is suspended by wires from 
the ceiling of a tall vertical shaft 
and it is your task to lower him 
safely down the chamber by paying 
out the line. It’s not as easy as it 
sounds, thanks to the defensive 
laser grid that criss-crosses the 
shaft all the way down. This 
level is quite literally tense 
and full of suspense. 


the game’s very lengthy development 
period, it may have something to do 


Maybe if we’d let them have another 
six months... * 


lE^AfSY FUNCTION 


Ethan assumes the guise of a guest 
at an ambassadorial party. Your 
mission is to make contact with 
two agents in order to retrieve vital 
intelligence information. This level 
sees Ethan walking nonchalantly 
around the embassy, as you carry 
out your objectives in a highly 
covert operation. Drawing your 
weapon, acting suspiciously, or 
entering a restricted area will 
result in your capture. A fine level 
for an undercover lover. 



VERDICT 

QRAPHICS 

O 

Pretty slick and solid 

feeling, shame about 
the blocky characters. 

SOUND 


Groovy toons and nice 
spot effects. Some good 

speech, too. 

PLAYABILITY 

o 

So addictive, you’ll be 

playing on and on as you 
curse the control system. 

LASTABILITY 

o 

Varied missions and a 

difficulty option: you’ll be 

playing this for a while. 

OVERALL 


A worthwhile strategic 

shooter that won’t 

disgrace your collection. 
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PLAYERS: 1 -2 GAME TYPE: Beat- ' em-up VERSION: US 


SAVE GAME: Memory Pak 

IBIS RUMBLE PAK,V<W ||j 

[iMl 

CARTRIDGE SIZE: t2SMB 






COHTROL FREAK 




MortiiM, Kan^at has returned, back from the home console 
wilderness that has so bllQhted its most recent incarnations. 
Mow it *s bigger, badder, bloodier, and what's more, it's g€»t a 
score to settle... Other fighting games on the M64 get 
down cm your knees, for the mighty Rfortcftl Kombcst 
series is back and it *s in the third dimension! 








AMALOOUE STICIt 


Controls movement of character, 
but not the most effective way of 
performing those special moves. 



Many of you out there will 
know the heritage of the 
Mortal Komjbaf series, and 
from a critical point of view it would 
be fair to say that it’s had something 
of chequered past. Let’s face it: the 
first two times the Mortal KomJbat 
series made an appearance on the 
N64 we were all deeply disappointed 
by games that just seemed to have 
the words 'cash’ and 'in’ stamped all 
over them. Many thought that Mortal 
Kornbat Trilogy ar\d Mortal Kombat 
Mythologies have marked the 


end of the line for a series of games 
that had always represented all that 
was truly excessive and gruesome 
about beat-’em-ups. 

Yet the series has always had its 
own band of die-hard fans, the true 
devotees of Fatalities - indeed Mortal 
Kornbat Mythologies actually came 
into existence largely because of their 
love of the character Sub-Zero. The 
cartoon series and the two subsequent 
films have done nothing to harm the 
continued support for Mortal Kornbat 
games,- some would argue that they 


SHOmPEE BUTTON 

Used to sidestep your opponent’s 
deadly blows. 



helped, in part, to fire up the current 
resurgence of interest in martial arts 
movies in America. 

However, after its abysmal foray 
onto the N64, it was hoped by many 
that the Mortal Kornbat series would 
never darken the N64’s door again. 
Certainly there will be some who may 
well distrust trying yet another Mortal 
Kornbat game, but fear ye not! 

It would seem that, wounded from 
the slating that this and many other 
N64 mags gave both previous titles, 
Eurocom have gone away and given 
their dynasty a thorough makeover, 
finally producing a game worthy not 
only of the game’s heritage, but also 
of the might of the N64. 


EVERYONE LIKES 
KUNO PU 
FIOHTINO 

So what do you get when you buy this 
game? Well, of course, you 


With fifteen characters on offer, you are certainly ooing to be 
spoilt for choice. 
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MORTAL KOMBAT 4 


1st Impressions 

Mortal KomJbat7 Oh no, not again... but wait, this is actually pretty good. It’s fast, it plays like a proper beat-’em-up... My word, this nnight 
just be, no it can’t be... but wait, it might well be the best beat-’em-up on the N64! 






Arron Taylor, our resident beat-’em-up king, wasted no time in showing us all his gaming ability by pulling off every Fatality in Mortal KomJbat 4. So, just 
for Total 64, he has very kindly compiled a list of his top ten fatalities: 


1> QIIAN CHI - 
LEC RIP 

Command: 

Hold low kick for five secs, 
F, D, F, release low kick. 


2> REIKO - 
SHURIKBN FRENZY 

Command: 

B, B, D, D*HK (from a few 
steps away). 




I> JAREK - 
EYE LASERS 

Command: 

U, U, F, F*block, (from a few 
steps away). 


4> JAX- 
ARM RIP 

Command: 

Hold low kick for three secs, 
F, F, D, F+release low kick. 


S> TANYA - 
NECK TWIST 

Command: 

D, F, D, F+HK. 






This is the best fatality in 
the game. No question. Quan 
Chi rips off his opponent’s 
leg and beats them to death 
with the wet end as they try 
to crawl away! 


For sheer brutality, this is the 
next on the list. Reiko throws 
stacks of massive shurikens 
into his opponent, the last 
one hitting right between 
the eyes! 


You can’t beat a good bit of 
laser action. Jarek shoots his 
opponent’s head off, then the 
torso. Very messy! 


Back from MK II is this old 
favourite. Only this time, Jax 
rips their arms off one at a 
time to watch them squirm! 


You really have to see this 
one in action. Tanya spins 
around and snaps their neck. 
Sounds bland, but the way 
their head goes all floppy is 
pretty sick! 


6> RAIDEN - 
ELECTRIC SHOCKER 

Command: 

Hold Block, F, B, U, U+HK. 


7> REPTILE - 
FACE CHEW 

Command: 

Hold both punches and 
kicks, get close, tap up. 


8> TANYA - 
KISS OF DEATH 

Command: 

Hold Block, D, D, U, D+release 
block+press block+high punch. 


9> SCORPION 
TOASTY 3D 

Command: 

B, F, F, B+block. 


10> KAI - 
BODY RIP 

Command: 

Hold block, U, F, U, B+HK. 




'#■ 




Raiden holds his foe aloft and 
sends a massive electrical 
charge right through them, 
causing their body to explode. 
Two replays are shown for 
maximum effect! 


Reptile jumps up onto his 
opponent’s shoulders and 
proceeds very messily and 
noisily to eat their face off, 
revealing only their skull. 
Mmm, great. 


Another belter from Tanya. 
She kisses her opponent, who 
then has every limb snapped 
back the wrong way, before 
exploding, scattering body 
parts everywhere. 


Ahh, the ol’ MK I death move! 
Scorpion ignites his opponent, 
who then wanders around on 
fire being burnt alive. Nice. 


The final entry to the Gore 
Top Ten, Kai holds his 
opponent over his head and 
then rips them in two, 
holding both halves aloft 
watching the blood flow! 


So there you have it, the Top Ten fatalities in MK 4. There are many others, but these are my own personal favourites! Enjoy! 
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1 -^ 


This is the best beat-'err^-up on the 
N64 but this is also no Tekken 3. 

MK4 is superb, plain and 
simple. Having played the arcade 
version for the past six months, 
■ I can honestly 

say that this 
: really is 

arcade perfect. 
All the moves... 
all the juggles... all 
the fatalities... it’s all 
here! For the button 
bashers, there’s plenty, 

- - for the true 

grandmasters, alike. 

Learning all of the combos, the 
juggles, fatalities, morphs, 
secrets and the Kombat Kodes 
will take even the most 
experienced a good few months 
at least. 

j However, as the Lips says, this 
; lacks subtlety and depth. I really 
: can’t imagine staying late to 
I work in six months time and 
i seeing Lips and Tackle trying to 
] kill each other. Well, not on 
Mortal Kombat 4 anyway! 



You spin me right round baby, 
right round, like a record baby... 


get everything that you have come to 
expect from the Mortal Kombat games. 
Mortal /fomba/would not be Mortal 
/fombaf without a liberal dose of blood, 
a variety of very weird and wonderful 
characters and moves aplenty. This 
time you also get the third dimension 
as an added (but expected) bonus. 

Once more, that old cliche about 
the N64 still lacking any quality titles 


(and specifically with regards to N64 
beat-’em-ups) must be mentioned. Of 
course. Fighters Destiny \s pretty good 
in the old pick up and play, quick fix 
departmen, and it has shot through 
the N64 market like a meteor, bought 
by fans of the genre who are desperate 
to quench their desire to pummel the 
hell out of some opponents, whether 
computer controlled or of a far more 
sentient and tactile variety. 

However, for all its many qualities 
and deserved praise. Fighters Destiny 
fails to deliver what all fighting fans 
want. Certainly Ocean’s fighter is 
excellent and its also innovative; up 
until now it was the best beat-’em-up 
on the N64. However, it never really 
had much in the way of competition. 


until now. Mortal Kombat 4 delivers by 
the bucket-load everything that you 
lot out there want. 

Rejoice, as Mortal Kombat is a 
title that not only has a history but 
one that also requires an awful lot 
of play before all of those hitherto 
unknown moves can become available 
to you. Once learned though, they are 
like old friends who can be relied 
upon when placed in one of those 
difficult situations. 

We N64 owners may never get to 
play a Tekken or even a Street Fighter 
and the Mortal Kombat sex\es may well 
be considered (by some) to be the 
poor relation of Namco and Capcom’s 
great titles but as far as this reviewer 
is concerned, a good beat-em-up is 


Morftol Kombat wowtit not bo Mortal 

Kombat witbout a t&berot ftose of btiNNt, 
a vc^ioty of wotrct an«t woncterfut cfiaracters 

cuict moireo aplenty. However, tills time 
yon got tim third, dimension tfirown In, 

os an added (but expected) bonus 


MK HARD BOYS <AND CIRLf, OBVIOUSLy> 






FUJIN 

Better known as 
the God of Wind, 

Fujin joins 
Raiden as one 
of the last 
surviving 
gods of the 
Earth. Their 
counterparts 
were defeated 
in a war of the 
heavens between 
Shinnok’s forces 
and the Elder 
Gods. He now 
prepares for 

the final battle between the 
forces of light and Shinnok’s 
hell-spawned warriors of darkness. 


JAREK 

Believed to be the 
last member of 
Kano’s Klan, 
the Black 
Dragon, Jarek 
was being 
hunted down 
by the special 
forces agent, 

Sonya Blade, for 
crimes against 
humanity. With 
the emergence 
of a much 
greater evil, 

Sonya focuses her 
strength of the new menace of Quan 
Chi. Jarek now finds himself fighting 
alongside Sonya and Earth’s warriors 
to help them try to defeat the evil Elder 
God, Shinnok. 


CACE 

After Shao Kahn’s defeat. 
Cage’s soul is free to 
leave for a higher 
place. From up in 
the heavens he 
observes that his 
friends are once 
again engaged in 
battle. When he 
learns of the war 
waged against the 
Elder Gods by the 
evil Shinnok, Cage 
seeks out Raiden 
once more to help 
him restore his 
deceased soul and 
join Liu Kang in his 
quest. Once again, Johnny Cage 
finds himself fighting alongside 
Earth’s warriors 


JAX 

When Sonya 
disappears 
whilst she’s 
tracking the 
last living 
member of 
the Black 
Dragon, Major 
Jackson Briggs 
heads after her. 

He soon finds 
that Sonya’s 
mission has 
led her into a 
battle with the 
forces of an 
evil Elder God. 

This is a battle that they must win or 
their own world will crumble at the 
hands of Shinnok 
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Known for his grace and poise. Reptile decides to teach Raiden a 
few baiiet steps. 


a good beat-’em-up and Mortal KomJbat 
4 is certainly that. 

For once it really must be said 
that all you happy Nintendo 64 owners 
out there will be able to buy a game 
that isn’t second best - or indeed 
second rate - but a title that is up 
there with the very best of them all, 
and, quite frankly, that has to be a 
very liberating and exciting experience 
to say the least. 


OHE IN THE EYE 

Fans of the Mortal /fombaf may well be 
disappointed that all the Babalities, 
Animalities and Friendship moves are 
no longer present in Mortal Kombat 4. 
but what this actually means is that 
the combat is now unhindered, and 
(more importantly) unrestricted by 
such moves, concentrating instead on 
the more basic elements of fighting. 
However, as already been mentioned 



KAI 

A former 
member of 
the White 
Lotus Society, 
Kailearned 
his skills 
from the 
great masters 
throughout 
Asia. He then 
journeyed to 
the Far East 
after meeting 
his friend and 
ally, Liu Kang, 
in America. 


Now, they are 
reunited to assist Raiden in his battle 
with Shinnok. 



LIU KANC 

Still the immortal champion on Mortal 
Kombat, Liu Kang next found himself 
venturing into the realm of Edenia to 
rescue the Princess Kitana from the 
vile clutches of Quan Chi. 
Unsuccessful in his 
mission, Liu returns 
to Earth and mounts 
an effort to bring 
together the 
Earth’s greatest 
warriors. He 
does it this 
time, not only 
to free Kitana’s 
home world, but 
also to assist his 
mentor and Earth’s 
protector - Raiden 




There's nothing better than 
whipping out your weapon. 


the Fatalities and the Stage Fatalities 
remain, a decision which we reckon 
makes for a vast improvement over 
previous incarnations. 

By removing some of the tired old 
fripperies of the older Mortal Kombat 
games Eurocom have managed to 
focus the game on the pure enjoyment 
of fighting and learning the combat 
moves. There is now a much greater 
emphasis placed on the player having 



QUAN 
CHI 

A strange 
sorcerer who 
knows free 
forming arts, 
he is most 
powerful in 
black magic. 

Quan Chi used 
his abilities to 
free the now evil 
Elder God Shinnok 
from his confines 
down in the 
Netherealm. 

In exchange for his 
services, Shinnok has granted Quan 
Chi the position of Arch-Sorcerer of 
his now expanded Netherealm. 


to figure out the special moves, the 
juggles and even the Fatalities. As a 
consequence Mortal Kombat 4 has 
now become less of a fighting game 
in the mould of a grotesque version 
of the Three Stooges and more like a 
serious beat-’em-up, albeit one that 
does not take itself too seriously. 

In fact this is one of the strengths 
of Mortal Kombat 4; when you first 
play Mortal Kombat 4, the unskilled 
will just bash the joypad willy nilly, 
pulling off random moves, some of 
which will be far more effective than 
others. However - and this is where 
the longevity creeps in - there are a 
whole heap of moves and strategies 
to master, which makes you begin to 
appreciate that in fact, underneath the 
adolescent exterior, there really lies 
a masterful beat-’em-up. 

JUST UET A LOAD 
OF THIS«^ 

Having seen an awful lot of what I 
could call, graphically challenged 
beat-’em-ups on the N64, it is good to 
relate that Mortal Kombat 4 more 
than does justice to your N64. 0 © 


RAIDEN 

The God 
of Thunder 
returns to 
Earth after 
the defeat of 
Shao Kahn, 
but finds a 
new threat 
arises when 
Shinnok’s evil 
forces, led 
by Quan Chi, 
attack the 
Elder Gods. 

With the heavens thrown into a 
state of disarray, Raiden exists as 
one of the last gods of Earth. He 
must come to the aid of his Elders 
and put an end to the villainous 
reign of his ancient enemy. 



•••• 
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in the v^ay of wrestling or 


Comparisons to both the arcade version 
and the PlayStation version are very 
favourable indeed. The N64’s Mortal 
Kombat 4 looks very much more solid 
and far more polished compared to 
the PlayStation’s and also manages 
to bear something more than a passing 
resemblance to the arcade game that 
it is based on. This, as you can well 
imagine, is really something of an 
achievement, and once more you 
can quite happily show off 
this little beauty safe in 
the knowledge that all of 
your PlayStation owning 
chums will have to accept 
that 3Z-bit power is no match for 
the might of the N64. 

That given, it might be thought 
reasonable to assume that the 
graphical charms of Mortal Kombat 4 


STEVB'f COMMENT 


This is the kind of game that will 
see your mother’s ear glued to 
your bedroom door, wondering 
what all the grunting is about. It 
will keep you up late at night and, 
more importantly, give you digit 
blisters to be proud of. Whilst MK 
4 does lack a little in terms of 
finesse ~ there’s not much 


combat ballet - what it 
has by the truckload is 'J 
in-yer~face brutality. . 

Oh yes, the Fatalities 
make a glorious •j-j'!" 

ending to the most 
bitter battle; they ^ 

are the glace ^ 

cherry on the top 
of the artificial 
cream cake that is MK 4. 

There's enough variety here 
to keep you coming back for 
more time and again, learning 
all the different ways to dispatch 
your foes. And that’ll be why they 
call it Mortal Kombat- it does 
exactly what it says on the tin. 


might have hampered other areas of 
the gameplay, namely speed. Not so 
- once again Eurocom have come up 
trumps, to make the game run like a 
greased pig down a sloping greasy 
tunnel. Due to its arcade heritage, the 
speed at which Mortal Kombat 4 runs 
is quite important, and we are not 
disappointed. Arron Taylor,who is our 
resident fighting guru, reckons that 
it is every bit as fast as the arcade 
version and just as enjoyable. There’s 
nothing all that graceful about Mortal 
Kombat 4 (unlike many other famous 
beat-’em-ups) but then it’s supposed 
to be a frenetic battering session, and 
it certainly is that. 

CAN'T TEACH AN 
OLD DOO NEW 
TRICirSI 

Probably the most important question 
raised concerns the quality and the 
usefulness of the 3D environment that 
Sub-Zero, Raiden and chums now find 
themselves in. Well, to be fair, opinion 
is divided. There are those that feel 
that there is little difference from 
the previous Mortal Kombat games 


and those who believe that it really 
has made a serious improvement to 
the series. Certainly the combat has 
changed little, which means that it 
looks the same as it always did, move 
wise at least, and in some cases you 
could be forgiven for believing that 
the added depth that use of the third 
dimension brings is something of a 
unnecessary gloss. 

However, in my opinion this is not 
the case. There the are moments, as 
you sidestep a ferocious attack and 
the camera pans around to follow 
you, that you appreciate the subtle 
difference that the 3D environments 
brings. Admittedly you are left with 
a small feeling that perhaps Eurocom 
could have actually used this a little 
more, but then being able to encircle 
your opponent might have prolonged 
the fighting itself or much worse still, 
converted the game into the world’s 
first fighting game where neither of 
the opponents actually stand a chance 
of hitting each other, and that would 
never do. Consequently I reckon that 
they have perhaps struck a pretty 
good balance, allowing you to enjoy 



REIKO 

As a brave general in 
Shinnok’s armies, 
Reiko once lead 
the forces of 
darkness into 
battle against 
the Elder 
Gods. He 
was once 
thought to 
have been 
killed during 
that onslaught, 
but now he has 
resurfaced and 
is ready to join 
the battle against 
Earth’s forces. 


REPTII.E 



Once a general in Shinnok’s evil Army 
of Darkness, Reptile belongs to an 
extinct race of reptilian 
creatures. Reptile was 
banished down to the 
Netherealm after 
he committed 
genocide - 
he destroyed 
several species. 
Responsible for 
the death of many 
millions. Reptile is 
a dangerous ally 
for the forces of 
evil to use. 



SCORPION 

In the hope of gaining 
Scorpion as a 
new ally in the 
war with the 
Elder Gods, 

Quan Chi 
makes the 
dead ninja 
an offer he 
cannot refuse 
- his life, in 
exchange for his 
services as a 
warrior against 
the Elders. He 
accepts, but 
hides an 
ulterior motive. 



SHINNOK 

Banished to the 
Netherealm for the 
crimes 

he committed 
against his 
fellow Elder 
Gods, Shinnok 
is freed from 
his confines by 
Quan Chi. With 
the aid of a 
traitor he is 
then able to 
overtake the 
realm of Edenia. 

From there he 
wages a 
war against 
the Elder Gods, awaiting a chance 
to enact revenge against the god 
who banished him there - Raiden. 
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MORTAL KOMBAT 4 



Mortal Kornbat in 3D without spoiling 
the sheeT fun that the game has to 
offeT. Let’s face it, Tekken Z (and even 
moTe so for Tekken 3) have never 
really been anything more than ZD 
fighting games that have hankered 
after 3D in a way that is not entirely 
healthy - so why shouldn’t Mortal 
Kornbat 4 follow suit? 

What we have is a game that has 
risen phoenix:-like from the ashes. It 


would be foolish in some respects to 
say that Mortal Kornbat 4 represents 
the first next generation beat-’em-up 
on the N64 - it isn’t. We have still to 
see the beat-’em-up that other consoles 
would kill for. Mortal Kornbat 4 lacks 
the sheer beauty and that almost dance 
like quality that Namco’s titles possess, 
and also doesn’t have the innovation 
that Fighters Destiny bxo\sqhX onto the 
Nintendo 64. Furthermore, whilst it 



Sub-Zero d€»es en impersonation of the boy Jon, and very weii 
observed it is too. 


more than amply wipes the floor with 
the rest of the beat-’em-ups on the 
N64 and is clearly head and shoulders 
above them, it is surely still far from 
the best that the N64 can produce. 

Unlike so many beat-’em-ups on 
the PlayStation, Mortal Kornbat 4 has 
questionable longevity. Certainly there 
are more than enough different levels 
and loads of moves for you to master, 
but once you’ve done this, the sheer 
'blood and guts’ fest aspect of the 
game will surely become more than 
a tad tiresome. Despite the fact that 
there is an option to turn off the blood 
and gore I cannot imagine playing 
Mortal Kornbat in six months time. 

It might well be fair to argue that 
Mortal Kornbat 4 isn’t quite the mature 
game that fighting fans want. Basically 
it lacks the subtlety of a classic, and 
so though it is great fun for a while, 
maybe even for a long time, eventually 
it will seem somewhat empty 

That criticism aside, you should 
still think of Mortal Kornbat 4 as being 
a great beat-’em-up. It’s the pinnacle 
of beat-’em-ups on the N64 right now 
and I hope that other developers take 





SONYA 

After her journey into 
the outworld and Shao 
Kahn’s near 
destruction of 
Earth, Sonya 
becomes a 
member of Earth’s 
own outworld 
investigation 
agency. Her first 
mission leads 
her to join Liu 
Kang on his quest 
to aid the troubled 
Thunder God, 

Raiden. She must 
try to survive long 
enough to warn her 
government of the 
new menace brought 
on by Quan Chi. 


TANYA 

As the daughter of Edenia’s 
ambassador to the realms, 
Tanya invites a group 
of refugees fleeing 
their own world into 
the safety of Edenia. 

But soon after Queen 
Sindel allows them 
through the portal, 
she learns that one 
of the warriors is 
none other than the 
banished Elder God, 
Shinnok. The portal 
leads down into the 
dark pits of the 
Netherealm 
and the once 
free realm of 
Edenia is now at 
the mercy of the 
evil Shinnok. 


SUB ZERO 


After Shao Kahn’s 
defeat at the 
hands of Earth 
fighters. Sub 
Zero’s warrior 
clan, known as 
the Lin Kuei, is 
disbanded. But 
with the new threat 
brought on by Quan 
Chi, the bold Ice 
Warrior once again 
dons the familiar 
costume - once 
worn by his 
brother, the 
original Sub Zero. 

He also holds 
secrets passed 
on to him by his 

sibling - secrets that could hold 
the key to stopping Shinnok. 



Hey kids! Don try this at 
homo - it roaiiy hurts. 



Surety there must be an easier 
way to obtain dinner money? 


note of the innovation that it brings. 
Just don’t be fooled into believing that 
this is anything more than the gaming 
equivalent of an adrenaline rush and 
you won’t be disappointed - it’s great 
while it lasts, but you can’t expect it 
to last, or indeed play forever. SIMON 


VERDICT 


CRAPHKf 

© 

Solid, very bloody and 
relatively crisp. 

SOUND 

© 

All you can expect from 

an arcade beat-’em-up. 

PLAYABILITY 

© 

Pick up and play or be a 

master - you decide. 

LASTABILITY 

© 

Plenty of levels and 

options, but not a 

timeless classic. 

OVERALL 


The best beat-’em-up on 

the N64 - for now. The 

best is yet to come... 
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We've all heard of Link - that bomb-throwing, arrow-shooting, 
smashing and dashing elf extraordinnaire - and Cloud Strife, not a 
former member of SOLDICR, but quite a tough fellow with a large 
sword and demon-summoning abilities. Mow to add to this list of 
RPC luminaries, allow me to introduce (dah-dah!)... Brian, a small 
boy with a quiff and a stick... 


® lt’s amazing that it took so 
long. With all the millions 
of people around the world 
drooling in anticipation of the likes 
of ZeJda: Ocarina of Time and Mother 
3, the N64 has only just witnessed the 
arrival of its first RPG, about two years 


CONTROL FREAK 



2 Ot'BUTTOH 

i Open chests, collect spirits, attack. 


BUTTONS 


Casting spells. 


4 START BUTTON 



into its life, which is rather strange 
considering that the SNES was RPG 
heaven. Given the state of play today, 
it seems that all upcoming console 
wars will be fought around the quality 
of the RPGs which grace the different 
systems, and indeed, the Nintendo 64’s 



continued success might depend on 
whether the above two games can 
match the combined might of Square’s 
Final Fantasy series. 

Quest 64 then, which is developed 
by Imagineer and published by THQ, 
has an important role to play. It is 




Briau m aa ts c am a at r aug a gaapla au Ma jau r u a y a , lika t h i a 
wamau witk a g r a au mauatacha. 


obviously not of the same pedigree as | 

say, the Nintendo titles, but a solid 
base of good quality but lesser RPGs 
[Shadowgate, Ogre Battle] can only be 
a good thing. 

So, is Quest 64 the perfect game 
to keep you occupied until that silly 
Princess Zelda gets kidnapped again 
for the umpteenth time, or is it simply 
a cash-in on the current RPG fever? 

Read on, dear readers, and all will 
be revealed... 

A SPIRITED 
yOUNA LAD 

Quest 64 details the adventures of a 
bright young lad named Brian. In the 
Japanese version his name was the 
much cooler 'Shinjaque’, but then 
Imagineer decided that we fussy old 
Westerners don’t like foreign names, 
so they proceeded to change all the 
names of the characters and places. 

Kennishire, anyone? 

Anyway, Brian - following in the 
footsteps of his father’s craft - is a 
Spirit Tamer. When you walk around 
the countryside, you will see wisps of 
smoke rising from the ground. These 
are spirits; walk into them to catch 
them and then you can decide which 
of the elements you would like them 
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QUEST 64 


1st Impressions 

I actually begged to review this game as I was looking forward to it so much, and at first I loved it. The graphics are gorgeous and there is 
always something appealing about exploring towns and stealing from strangers. 


X: 


Wh«n is that lad 9oin9 to ioarn to hoop his thioving hands to 
himsoif ? This doos not sot a good oxantpio. Tut, tut! 


Moot Brian. Sontohow, ovon 
Link managos to Look toughor. 


One Unrety effect is the way that the gojne runs in 
a sort of necariy rent- tUne, progressing from tiny 
to night amt bach again as you progrosm through 
the gome, first tho sky turns to a deep pinky 
orange colour, then red, blue and eventually 
bliftch, which odfls a tot more atmosphere during 
the scenes set in wotNiiand areas 





to represent. The choice is between 
Earth, Wind, Fire or Water, but more 
on this later. 

Brian's father has disappeared, 
you see, and the magical tome of 
the spirits has been half-inched by 
the Master Wizard, and like anyone 
would, Brian sets out on a guest to 
find them, and put right everything 
else that has gone wrong on the way. 


The game plays in a similar style 
to Super Mario 64 or Banjo-Kazooie, 
traversing large and colourful lands, 
but without the jumping. It is instantly 
playable and very simple to get into. 
As Brian, you need to wander from 
town to town, helping people out and 
conversing with them. When you’re in 
the countryside between the towns, 
you are susceptible to attacks from 


monsters and demons and when this 
happens, you will enter fight mode. 
This is a cross between a real-time 
fighting system (SNES ZeJda and Secret 
Of Mana) and a turn-based one (The 
Final Fantasy series). This new system 
commendably tries to do something 
different, apart from the music that 
is, which is highly suggestive of the 
in-fight music from Final Fantasy VII 


O® flS©CjQ® 



- you can almost hear 
Square on the phone 
to their waiting 
army of lawyers. 

In the fight 
mode, you and 
your enemy are 
surrounded by 
rings of light, 
showing how far 
you can move, and 
there is also a ring of 


light which encases the whole 
battle area. When it is your turn, you 
have as much time as you want to 
decide what to do. You can move 
anywhere inside your ring, and then 
decide whether to use your magic or 
an item, or you could just decide to 
club them around the head with your 
knobbly stick. As soon as your enemy 
has chosen what to do during its turn, 
you can move again, giving you the 
opportunity to try and dodge some 
attacks. If you make it to the edge of 
the larger circle of light, you can then 
escape the fight altogether - which 
comes in very handy sometimes. 

The magic use is also quite well 
structured, employing a simple and 
innovative system. The four C buttons 
correspond directly with the ©0 


PAV AMP MICHT 



One of the best features about the graphics in Quest 64 is the real-time lighting techniques which mean that the game turns from day to night, and back 
again, as you play. Here you can see some of the stages in the process — daytime, evening, night and morning again. 


Inside the walls of Dondoran by 
day. Notice how far you can see. 


Brian watches the sky change 
colour. Remember your Quest! 


Red sky in the morning Brian’s 
warning. Uh-oh. 


Darkness pervades the land, 
making it look a bit scary. 
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SIMOm COMMEKT 



I was expecting so much more 
from Quest, thanks in part to (dare 
I say it?) Final Fantasy VII. Since 
that game I have been a bit of 
an RPG fan» and as such I was 
■ ^ rather hoping that Quest 
64 would fill the 


RPG'Shaped hole 
in the Nintendo 


. 64"s ever growing 

Unfortunately, Quest 
$4 doesn't even touch 
Square’s masterpiece, 
lb - 'I preferring to offer all 

you lot out there a 
much watered-down 


RPG. This is such a pity, as I was 
looking forward to a spot of turn 
based combat action. 

Still, never mind, eh? You can 
bet that there will more RPGs in 


the future, and hopefully they will 
be much better than this. 


aforementioned four elements - Fire, 
Earth, Wind and Water - and each of 
these has their own spell - fireball, 
for example. However, as you power 
up your magic, you gain the ability 
to combine two different elements, 
which produces different effects like 
'Attack Power Up’ (Fire, then Earth), 
'Heal’ (Water then Earth) and 'Spirit 



f.-.-i/ Rysh.o 

brinos o wee lo*i like 
self To Mormoon? Don*1 
Know it's <JanyepotJS 
r o u eI o p o u n d t Vo u 


There are many people Brian will meet on his journey, and most of them are nice enough too provide him with 
some much needed help on his way. Here are some of the most important you will meet. 


I’m sure Brian is too young and 
innocent to think what I’m 
thinking at this point 


This old hag, I mean nice old 
lady, gives you wings which help 
you to speed up your journey. 


An innkeeper. These guys and 
gals are important, as they heal 
you and give you the chance to 
save your progress. 


This lady gives you fresh mint 
leaves from her garden which 
refill magic power. 

I’ll have to try that 


Brian gets to meet the King of 
Dondoran. Unfortunately, the 
Kingdom is in trouble and they 
need Brian’s help. 


This is Shannon, a fellow 
adventurer who you meet at inns 
all over the world. 




For some reorson, Inta^ineer licirve decirdeci to 
take omC one of ftiie most in§porta,nt aspecfts of 
ffte RFC genre • Afie ttMfility to rnnnmm €a>mh oncA 
buy, moll or barton for a, varAeAy of goocAs 


Armour’ (Earth then Water). Later you 
can do more, such as combining Earth 
and Fire to create a destructive lava 
spell. Unfortunately, experimenting 


with the elemental spells is not really 
encouraged, as the real differences 
between their effects are so slight. 
In fact, no matter how powerful your 


magic gets, your club strangely still 
always seems to inflict more damage, 
which renders the magic pointless 
to a degree. 



Brian pausos to watch Aha son rlso. Cr, koiio... havan 'A yon got a 
worid Aa sava? Kids today, ah? Mo raspacA. Bigh... 
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Brian stops to maha a wish: "Oh fanntain, I wish this g an t a had 
baan hattar!" His wish was not haadad, onforAnnataiy. 
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Bciicvtt it or not, this foiia is 
only the first boss! 


Brian contompiatos suicide after realising that there is no way 
to control his hair. Please don't jump Brian! 



characters do not note the change 
from day to night as well, as it 
sounds stupid if you, for example, 
visit the house of the worried 
mother in the first town. She 
complains that her children are out 
playing and that she is worried 
because it will be dark soon - even if 
the sun is just rising at the time. Duh! 

This lack of continuity is also 
evident in other ways. For example, 
in the first village you will meet a 
girl who is called Shannon, who says 
that (like you) she is about to start on 
a quest. You’ll then see her several 
times along the way, but if 
you go back to the same 
village later, she’ll still be 
standing in the inn, 
saying she is just about to 
leave on her quest. 

Unfortunately, none of 
the other characters or 
monsters can follow the high 
aesthetic standard set by Brian. 
The enemies themselves are sorely 
lacking in any kind of originality or 
style, and are nowhere near as well 
rendered nor as smooth moving as 
our Brian. The effects caused by the 
spells are not particularly impressive 
either. The N64 could and should put 
to shame the effects used in Final 
Fantasy VII, but it doesn’t - a water 
spell is, for example, illustrated by. 


Brian finds a qnestion mark in a cornfiaid... So it's him that 
makes those circles! He had ns footed ait along. 


CASTLES IH 
THE SKY 

Graphically, although far from perfect. 
Quest 64 is superb, using some very 
impressive touches. The animation on 
Brian himself is brilliant. He is cute 
and colourful, and moves incredibly 
fluidly, with quite a large range. The 
backgrounds, despite suffering from 
the old Mario 64-style 'the camera is 
positioned behind a house so we’ll 
make the house vanish rather than 
move the camera to a better position’ 
problem, are colourful and very varied 
with lots of different textures. There 
is also hardly any fogging - when you 
stand atop a castle or a mountain. 


you can literally see for miles into the 
distance - a welcome change. The 
towns also look very nice, with large, 
detailed and very majestic-looking 
castles, fountains and ships. 

Another lovely effect is the way 
that the game runs in a sort of nearly 
real-time, progressing from day to 
night and back again as you progress 
through the game. First the sky turns 
to a deep pinky-orange colour, then 
red, blue and eventually black, 
which adds a lot more atmosphere 
during the scenes set in 
woodland areas. 


It’s a shame 
that the 


% 



err, some water. This is fair enough, 
but it could have been a whole lot 
more imaginative and stylish. 

Quest 64 is nothing particularly 
spectacular sonically either. The 
music is good enough, but very 
generic. It sounds like the ©0 



: I’m not exactly the world’s biggest 
RP6 fan, so Quest 64 was batting 
from behind with me to begin 
with. I spent some time snuggled 
up in front of the telly with me 
old chum Brian, admiring his err, 
very individual 
. hairstyle... The 
trouble is, 

pwEFA 

'■"pi about the only 
thing you haven’t 
^ i seen before. Run 
about a bit, have a 
I meaningless chat with 

I another stranger, and pilfer a 
i prize from a person. There are no 
: innovations to mention here. 

Quest 64 has the undeniable 
; advantage of being the first RP6 on 
i the new generation Nintendo, and 
i it’s a perfectly competent exercise 
f in the genre. It’s just a shame that 
it wasn’t more inspired. 




••• 
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LBT^C CBT READY TO EUMBLBl 


As Brian explores the countryside, he will become embroiled in battles with a selection of dangerous foes. When this happens, he enters into fight mode. 
Here you can see some action screenshots of Brian battling enemies, with some examples of the options open to him. 



Brian versus a Dragon. Somehow, When close enough, one of Brian casts a Wind spell. He was If you can, moving outside of the 

I don’t think that he stands that Brian’s most effective attacks is warned that too many beans can larger circle of light gives you the 


much of a chance. with his trusty stick. Bam! have a detrimental effect chance to escape the battle. 


1 


Despite its irustra,ttn^ prablenas, Ouest 64 

remcMMS a thorougMy playable anti often fun 
RFC. experienced, players wiii hate its 

simplicity, but for younger players yrho have 
not had any experience of role-playing, its 

loch of confusing RPC-depth and menus may 
prove appealing 


music to every other RPG that you 
have ever played, just more 
annoying; trying to sound epic, 
timeless and olde-worlde, but not 
quite managing to do it with 
convincing style. The characters make 
the same noise as they do in all those 
other RPGs as their text appears letter 
by letter in the boxes - you’ll know 
what I mean when you hear it. All 
the sound effects are just your usual 
collection of thuds and swishes, along 
with young Brian’s footfalls, which 
unfortunately stay the same whether he 
is walking on grass, rock or cobbles. 

WHERE'S THE 

BuyABiLiryi 

Unfortunately, despite all of Quest 64’s 
promise, and while it remains pretty 
good. Quest is not the great game we 
all hoped it would be. The main reason 


for this is its simplistic nature. You 
travel along from one town to the next, 
searching through people’s houses and 
stealing from their treasure chests, 
which is always a good thing [better 
still for it being a completely original 
idea... NOT!}. 

The people themselves rarely, or 
never, say anything of any value. In 
fact, almost everything they say is 


completely banal, and you can find 
yourself wanting to cast a fireball at 
the annoying guy who goes on about 
his daughter wanting to be a singer. 
So what? You find out from them that 
a local robber/knight/nasty bloke has 
stolen some gem, then you go and face 
him, beat him, and start the cycle 
again - it gets repetitive sometimes. 

The random attacks seem to come 


far too regularly, and sometimes you 
face several sets of foes with just a 
few short steps between them, which 
gets very annoying. It is useful that a 
compass is included, and that when 
you win a fight you get turned to the 
way you were facing beforehand, but 
often you will find yourself going 
backwards, as it is hard to tell which 
way you have come, especially if you 




DriJM■st■■■d i^ ^wtii^pr^wf Ui#»ltip. Riiv w cvitti w ittawaits! 
Or NtayW* Im's just SM-sick. 


In 


WI wrv yn, Driany I rvaiiy W Mid C 
there... H*s e ^ood It# *s s b 


be in 

rave Spirit Taw f r. 
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escape from a battle, as you are not 
turned to face the right way and the 
landscape often looks the same on 
all sides. 

For some reason, Imagineer have 
decided to take out one of the most 
important aspects of the RPG genre - 
the ability to amass cash and buy, 
sell or barter for a variety of goods. 
Instead what you are given is all 
you get, and items can only be used 
once. Many special items can’t even 
be used on bosses - sorry, but unless 
I’ve missed something, special items 
are there for you to save until you really 
need them! It’s also a big shame that 
Imagineer didn’t include other party 
members to help you along your way. 


which is apparently something they 
were working on at quite a late stage 
into the game. Also missing is a good 
storyline and engaging character 
development - essential ingredients 
of a good RPG. 

A CHAILINAINQ 
QUESTi 

The difficulty level in Quest 64 is also 
very strangely set. If you travel through 
the land fighting in all or most of the 
battles that you come to, you will run 
out of power-ups and soon die. For 
example, you keep getting attacked 
by a huge Wyvern long before you can 
feasibly handle one, let alone several 
of them in a row. This means that you 


find yourself trying to escape from 
every fight. 

Despite the battles being hard, the 
game is actually quite easy. There are 
no fiendish puzzles, no brain-testing 
practical problems, just the odd object 
to take to someone, and some great 
big monsters to kill. The monsters are 
often difficult, because having avoided 
all the battles on the way up, you won’t 
have built yourself up - but you don’t 
have a choice, as you would be dead 
if you had tried. Confused? 

Avoiding most of the battles (and 
you won’t be missing much, as they 
are not exactly a bundle of fun) an 
experienced player will breeze through 
the game in well under twenty hours. 




with a disappointing end-sequence 
as their sole prize. 

Despite its frustrating problems. 
Quest 64 remains a thoroughly playable, 
and often fun RPG. More experienced 
players will hate its simplicity, but 
for younger players who have not 
had any experience of role-playing, 
its lack of confusing RPG-depth may 
prove appealing. JON 


VERDICT 


QRAPHICf 

0 

Superb in places, but 
also occasionally dodgy. 

fOUHD 

© 

Often far too formulaic. 

Sometimes gets irritating. 

PlAYABIllTy 

© 

Easy to get into and 

simple and fun, but 

often frustrating. 

lASTABILITY 

© 

Not enough depth to 
keep you coming back, 

and too easy. 

OVERALL 

Q 

May appeal to people 
new to RPGs, but for RPG 

stalwarts - forget it. 


•••• 
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In a not too distant cyber-future, where the earth has 
an apocalyptic turn for the worse, contact sports 
not what they used to be. People don't worry that a 
will leave the ring with concussion, or possible 
»raln-dan«age. No, In this world, combatants wlii not 
leave the arena alive, and will be lucky If enough pieces of 
them can be found for anything like a proper burial... 






In Neo-America, the giant 
corporations are battling for 
control of limited primary 
resources through sabotage, espionage 
and any other means possible. When 
there is a dispute over territory or 
any other form of capital, they hold 
a contest between their representative 
Bio-F.R.E.A.K.S. (Biological Flying Robot 
Enhanced Armoured Synthoids), with 
the winner collecting all of the spoils 
for their parent company. 


Bio-F.R.E.A.K.S., which is developed 
by Sapphire (know for Rampage: World 
Tour) and published by Midway (of 
Mortal KomJbat fame) takes the form 
of a 3D beat-’em-up in the style of 
Mortal Kombat, where fast and gory 
action is the order of the day. Oh, did 
I mention gore? Yes, b 
heads and steaming e 
high up on the menu 
sure that you have yc 
tablets handy. 


Bio-F.R.E.A.K.S. is not just another 
disappointing N64 3D beat-’em-up 
for you to throw on the pile without a 
second thought. Like Fighters Destiny 
before it, it doesn’t try to rip off the 
Tekkens of the world, but tries to do 
something (or rather things) quite new. 
times succeeds, sometimes 
-should always be commended, 
t notable difference is in 
rounds, which expand on 
in Mace: The Dark Age. 


After beating Purge, does Mlnatek give him a sportsmanlike The platforms provide somewhere 

hand up off the floor? No, he fires missiles at his prone body! for a rest, but us uall y not for lo n g. 
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REVIEW 


Not only are they fully interactive but 
they are also huge, with all kinds of 
platforms that you can escape to for a 
brief respite. There are giant rolling 
crushers for you to throw your opponent 
into and beautifully light-sourced lava 
pools, which it’s advisable you avoid. 
There’s even a level where you can 
battle underwater, trying to avoid the 
triple-threat of not only your vicious 
opponent, but also of drowning and 
the piranha-type fish that will devour 
all that’s on your bones, given half 
the chance. Although this is a great 
idea, it’s just not quite implemented 
properly, as you usually find that you 
don’t really use the backgrounds and 
prefer to stay in a smaller area to fight. 

idea is that every 

character Jwrs the ability to fly for a 
if time, allowing you to 
),ledges. Again, the 
ide'SM^ygBa.d but (Tfails to elevate the 
game to the heights it’s grasping for. 
Mid-air combat is mostly unwieldy 
and pointless, and running (flying) 
away doesn’t solve anything, as your 
opponent will fly straight after you. It 
does allow for a few impressive aerial 
moves to be pulled off, but these are 
too complex to do in the middle of a 
frantic battle and they could have 
been available to be performed in 
mid-jump, without having to resort to 
kick starting the rocket boots. 

Every character also has their own 
high-powered projectile weapon which 
is activated with the single touch of 
a button. This can lead to pointless 
battles, where the combatants stand 
as far away from each other ©0 


Oft, cftici I fftfenAiofe gore? Yem, blaatl, metered, 

hendm and mtmantin^ nntrailm atm high up on 
tho menu today, mo make sure that you ftave 

your indigomtion tabtotm handy 


1st Impressions 

When I first saw this, I was awed by the superb characters and graphics and 
Unfortunately it wasn’t long before I was thinking "What a good idea, but...”. 


new fight ended with 


a good idea.” 




TIte first person view iooks 
good but is not very precticei. 


lippsrftsad s sitecfcweve move 
prov es toe ii m cli for p eer Pel t s. 



Bullseye celebrates as that damn 
clown tries desperately to find 
his make-up plastered head. 


Zipperhead manages to beat his 
opponent to a pulp, despite the loss 
of a vital appendage - his right arm! 


Delta — whose arm seems to have 
fallen off — has made a mess all over 
the camera. Anyone got a cloth? 
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BIO-F.R.E.A.K.S. 


ISSUE EIGHTEEN 




While it may not boast the most 
complex combos list or a multitude 
of tricky reversals, Bio-F.R.E.A.K.S. 
is good fun. It"s a button basher’s 
paradise ~ special moves are easy 


mistake 


with that? 


STEVE'S COMMENT 


to throw off - but complex moves 
are there as well. 

For me, though, Bio-F.R.EA.K.S. 
has two big advantages over other 
beat-’em-ups: jetpacks and lasers 
-■ oh yes! tt really is satisfying to 
fly over your foe’s . j V/ " ’ 
head, laying {.% 

down deadly |-; 

fire. This is a -y . 

good, solid 

"Ht-M 

beat*’em-up II 


you got a 
problem 


as possible, just blasting away until 
a winner is declared. The answer to 
this comes in the form of a shield, 
which you can activate at any point 
in the battle for a short period of time. 
Laser blasts, guns and the like are not 
effective against this, so you’re forced 
to get down and dirty with a series of 
chainsaw/nasty looking sharp object 
assisted fisticuffs. 

A final original feature which again 
doesn’t quite work, is the ability to 
iight from a first person perspective, 
ch looks great but is extremely 
icult to control. 


t showid t«ii him that wearing aeverai feet of steei 
throngh your body went out of fashion. 


Cyber-butt versus ctown 
not reatty see m fair. 


Character design is simpiy stunning, priNiucing 
the nisstiost muthcss you 'ro over iihoiy to soo 
in a videogame. Chech out Zipporhoiid, 

a mutant with spinning bicMtos on his iogs, 
a vocioty of weapons gritfted onto his csrms 

CMid a series of iorgo spihod objects 
shoved throngh his torso. Mice 


COOD-LOOKINC 

FREAKSI 

As you can see from the screenshots, 
on these pages, Sapphire have done 
a superb job on the graphics in Bio- 
F.R.E.A.K.S., making it easily the best 
looking fighting game around. The 
character design in particular is quite 
simply stunning, producing the nastiest 
muthas you’re ever likely to see in a 
videogame. Check out Zipperhead, a 


mutant with spinning blades on his 
legs, a variety of weapons grafted 
onto his arms and a series of large 
spiked objects shoved through his 
torso. Nice. Then there’s Purge, an evil 
human helicopter with fire-spewing, 
deadly rotating claws where his hands 
should be, or what about Minatek, a 
gimungous robotic man-bull with a 
huge ball-and-chain and a very evil 
laugh? Yes please. 


incrediblJfTluid animation 
(so there 

is ncme^^q^;%iaT‘^rt ^^ c la^^sh evident 
in WlpW vs NWO) 

and is extremely detailed - even the 
expressions on the faces of the freaks 
will change as the battle wears on, 
depending on how they are faring. It 
runs at a consistent 30 fps and shows 
absolutely no slowdown. The arenas 
themselves are equally impressive. 


lAKf, ONE AND ALU 

The guys and galls in Bio-F.R.E.A.K.S. are not really the types you’d want to take home to meet your dear old mother. Let’s introduce a few of them: 


Bullseye, the Duke Nukem 
lookalike, is a good all round 
character, fond of the phrase 
"Dance, freak dance!”. 


Sabotage is similar to 
Bullseye in many ways, but 
with spears, and a more 
shapely rear-end, obviously... 


Minatek is a cyber man-bull 
armed with a wrecking ball 
and missiles. You don’t want 
to spill his pint... 


Ssapo is, er, sort of a giant 
turtle, but he is likely to 
kick Leonardo and 
company’s asses, any day. 


Psyclown is a bit scarier than 
the clown in Fighters Destiny. 
Unfortunately his mallet does 
not squeak when used. 
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being both extremely colourful and 
realistically light-sourced, with plenty 
of texture on show. 

Perhaps most impressive are the 
introductions and celebrations your 
characters indulge in before or after 
fights, complete with some sampled 
speech, superb animation and a great 
sense of humour. Ssapo, a giant green 
monster, waves to the crowd like a 
little kid and is prone to puking all 
over his fallen opponent, while Miss 
Sabotage shoots a spear into the crowd 
and proclaims "I lose more boyfriends 
that way”. 

What doesn’t make sense is that 
despite the rest of the graphics 
so good, the aforementioned 
are pretty awful, looking a bit like 
those activated during the kniwfi 
at the beginning of sci-fi flick Dune, 
The sound is quite impressive 
complete with the usual 


and sampled speech, plus all of the 
relevant screams, barfs and ripping 
noises, all accompanied by some 
bangin’ cyber-choons. 

Now to the gore. Yes, somehow this 
game has got past Nintendo, (probably 
by knocking it over the head with a 
large mallet and sneaking past before 
it regained consciousness] with a level 
of blood and guts not yet seen in an 
N64 game. You can rip or slice off your 
opponents’ arms, leaving t' 
fight on with bloodied stu' 
whatever they can witf 
The blood which then'spurt: 

the camera if it 
incidentally, bullets 
mean-looking 

is when you 
Sabotage. You 
ich either stick 
walls until the 


nch 


Purge: I have only one 
question. Would anyone 
like some toast? 


Zipperhead is the man when it 
comes to ripping opponents in 
two. I don’t know how he 
manages in the gents though... 


fight finishes or, if they hit the target, 
go right through your opponent, and 
stay there. Do this enough times and 
you’ll laugh as your opponent staggers 
around like a half-human pincushion, 
with fifteen spears piercing his or 
her body. Then there are the instant 
fatality moves which either decapitate 
or slice in twain your unwary, hapless 
opponent. They are easy to pull off but 
also easy to counter - so they don’t 
ppen often, but it is hilarious seeing 
your warrior celebrate victory while 
your opponent lurches around in the 
ck^round, minus head, then falls 
a fountain of blood. 


While all of this sounds very good, the 
game actually loses out in possibly the 
most vital area. While Bio-F.R.E.A.K.S. 
is more than playable, it just does 
not have the TeA'A'en-beating combat 
system, the holy grail we have all been 
praying for. Each character has plenty 
of special moves, which are possible 
after a few practices, but you’ll find 
that they don’t work in quite the way 
they should and so resort to frantic 
button pushing, which seems to be 
more effective. It comes across as a 
sort of hybrid of Mortal KomJbat, Mace 
and Killer Instinct, and manages to be 
better than all three, although not as 
good as Fighters Destiny. 


There is enpLmynlBB^fc^keep you 
coming. baak^wifMT^ds of moves 
(viewable wj^en you pause the game) 
and combos to master, two hidden 
characters to^ind on top of the original 
eight, and opponents so tough on the 
most difficult level that you’ll only 
last a few seconds before being torn 
limb from limb. The very end baddie, 
incidentally, is absolutely huge and 
really takes some beating. 

Bio-F.R.E.A.K.S. is nowhere near 
as good as Tekken, but it doesn’t try 
to be - it certainly won’t appeal to 
those beat-’em-up freaks who prefer 
the scientific smoothness and combo 
breaking crunch of the Namco games. 
What it is, however, is a simple, highly 
fun filled gore-fest of a beat-’em-up, 
for those of you who are not looking for 
sophistication, but for Mortal KomJbat 
style button-pressing madness and lots 
of death. Having said that. Mortal 
KomJbat 4 makes its appearance this 
month, so check out the lead review. 
Without that, this would be the one to 
go for, but it seems that Midway have 
beaten themselves to it. JOM 


VERDI 

<T 

QRAPHICf 

© 

Discounting the shields, 
everything in this game 

looks horribly gorgeous. 

SOUND 

© 

Plenty of sampled speech 

and some techno ditties 

and crowd noise. 

PLAYABIllTy 

© 

Easy to get into and fun, 

but about as deep as a 

small puddle. 

lASTABIllTy 

0 

Loads of moves and a 

stiff challenge to boot. 

OVERALL 

Q 

Solid beat-’em-up with 
great ideas that aren’t 

quite realised properly. 
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This new titie from Hudson Soft is the iatest in a iong iine of 
Bamherntnn games. The N64 has aiready piayed host to Bombermorn 
64, which some peopie wouid argue was one of the poorer games to 
see the tight of day on the machine. Now, with Bombermorn Nero, 
how wiii his expiosive antics stand up against the present batch 
of new reieases on the Nintendo? 




Platform games have alw'ays 
been there in the thick of 
the competition between 
game genres and software companies. 
Last month, we at Total 64 received 
one of these new additions to the 


CONTROL FREAK 



world of the platform game, which 
came in the form of Banjo-Kazooie. 
We were all highly impressed with 
what we saw, to pat it mildly. 

Now we have Bomberman Hero, 
the latest instalment in the legacy 
that has been Bomberman, seeing 
the little guy crop up on nearly every 
gaming platform (groan! - Tackle) 
ever conceived. The heart and soul of 
Bomberman's success has been the 
frenetic bomb inspired gameplay and 
on every Bornberman release, its 
focus has always been squarely on 
the multi-player option. 

For bombers with no buddies, the 
one player option was always the short 


stick in the bundle, and it was always 
over too soon. The gameplay against 
the CPU lacked a little something. It 
lacked that sense of victory following 
cornering your best mate in a hole 
and blowing him to pieces. Of course, 
he lorded it up over you when he was 
able to kick the bomb away and into 
your back yard! And it was just that 
kind of give and take that helped to 
made Bomberman great. 

So we were overjoyed to hear that 
Bomberman Hero was a one player 
only adventure. Oh Lord, how we did 
rejoice at the prospect of a spot of 
solo bombing and plodding! You see, 
while it would seem like commercial 







m m 

i • 


ih 


Tb* iBgoia ud cxpruss makM a guick g e ta wa y wkau I 
fails te pass tka security scree u i w g. That' 11 be Ike betnbs, t k eu! 
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BOMBERMAN HERO 


REVIEW 




1st Impressions 




On the first level, I found the game quite enjoyable. The colours were nice and bright and the gameplay seemed steady and smooth running. 
Then the repetitiveness kicked in and took it downhill. 



computing and console game world. 
Then there came the revolutionary 
Sonic the Hedgehog, which took the 
genre on to new heights on the Mega 
Drive. Moving on again, Super Mario 
64 and now Banjo-Kazooie have both 
propelled it further. The future does 
indeed look good for the platform 
gamer. So, in spite of this, can this 
new title, BomJberman Hero keep its 
head above the water and sit proudly, 
up with the current big boys of the 
platform world? 

BOMBS AWAY 






Thm iutun tloom inAmmA tooli gooA tor thm 

pCaftfornt gantor. Bo, in mpito of this, com ^ 

thlm tioof titio, BonAportntu» Horo, kmop itm 

hoa4t aJbowo tho water omA mit prouAly w£ffi 
tho €urront big boym of iho piafterm worte? 


JON'S COMMENT 


Okay, so BomJberman Hero is a 
/ ■* - : improvement over the 
dire BomJberman 64, but 
not by an awful lot. just 
if about everything about 

the game is okay: the 
graphics are okay, the 

' A" P^ays...okay. 

Unfortunately, okay 
does not cut it in 
the 64-bit market, 
and with Banjo-Kazooie 
around, there's no place for this 
game. Bomberman is still a cool 
bloke though, and we're all still 
waiting earnestly for a superb 
Bomberman platform game. 


suicide to remove the one gameplay 
element for which Bomberman is so 
justly celebrated, HudsonSoft hope 
that the new approach has given the 
franchise fresh legs. By starting afresh, 
as it were, the developers are looking 
to drag a successful - and lucrative, 
it must be added - games icon bang 
up to date. Can Bomberman leap up 
and away from the foundations of 
his semi-2D past into the current 3D 
games arena? 

A PLATFOBM TO 
STAND ON 

Ever since Donkey Kong was released 
on the Commodore Vic 20 and the 
Roland games on the Amstrad, the 
platform game has been one of the 
oldest and dearest members of the 


The main aim of Bomberman Hero is 
for you to collect as many diamonds 
as possible, to progress through the 
levels and kill all of the end of level 


Up, tip mmA away: witfc a ai apl a JaCpack, ba cats ctear telA 
bwildliapg mm A aiili walia 14 bawa im tlw far tea. 


baddies. Despite Bomberman Hero's 
game engine running in 3D format, 
the actual gameplay is similar to that 
of the 2D camp, with your character, 
the Bomberman, moving from left to 
right throughout the levels. 

On your travels, whilst looking for 
the diamonds you will meet a lot of 
different shaped nasties that range 
from bouncing Zebedee lookalikes 
(the rolling eyed springer from the 
cult TV show Magic Roundabout) to 
flesh eating slugs and giant lobsters. 
You don’t have to kill them all but it’s 
a lot more fun if you do! Go on - live 
a little. 

To do some serious killing you’ll 
need to use... yep, your bombs! You 




can either kick, throw or drop these 
bombs into the path of the enemy - 
not too many options, but it’s more 
than enough to wipe those nasties 
from existence. Your bombs can also 
be used for blowing away doors and 
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STEVE'S COMMENT 

Gahl Grrl Snarll They’ve got it all 
wrohgl This isn’t Bomberman; this 
is a sub'standard take on Mario 2 
on the 8-B1t HES, waaaa-aay late! 

It’s a travesty and more than that, ? 
it’s a tragedy! BomJberman is cool. 
No, Bomberman was cool ~ spot i 
the difference. ! 

. ' The hours that I’ve wasted ? 

on the arcade style 
puzzler that was 
original formula 3 
Bomberman, happily | 
blowing up all of my | 
nearest and dearest, I 
e just too numerous to 
recount. Suffice to say, i was 
looking forward to seeing the 64- * 
Bit remixes but have been sorely 1 
disappointed both times. 

The multiplayer mayhem has 3 
gone and with It, the whole point ; 
of Bomberman- He Is a hero without : 
a cause. Hudson Soft should be 
commended for trying to elevate ? 
their character above single-screen : 
cult icon, but there’s a long, long 
way to go before we’re convinced. 

This unimaginative platformer 
which doesn’t take any risks and 
is squarely aimed at the younger 
player. Bad Bomberman - send him ; 
to bed without any dinner. 



It t«•ks v«ry mtack lik« this pmmt offic« cotmter stamp Is about 
to stamp Bomborman out. Don't you botiovo lt« buBdyt 


blowing up various crates and boxes, 
some of which hide diamonds and 
various energisers. 

The overall character movement 
of the Bomberman himself is quite 
good; he can jump and walk in eight 
alternate directions and can also 
jump across onto a ledge, swing, 
then pull himself up. It’s not bad, 


but is really all quite run of the mill 
stuff, these days. 

The colours of the graphics are 
appealing and are nice and bright, 
which in my view is one of the key 
elements for any good platform game. 
Bomberman Hero also uses some very 
good platform style 'bubble gum’ 
type graphics, with plenty of wacky 


creatures stuck in wacky, amusing 
surroundings. These environments 
vary greatly, as Bomberman travels 
underwater, across castles, through 
canyons and more, which gives an 
appealing composition of colours and 
themes in the game. 

THE DOWNSIDE 

However, enough of the good points 
- let’s look at the downside. Now for 


Tfce overorCC movement of tfce Bomberman 
fcimsetf is quite gootis be can Jump and 

watk in eight atternate directions and can 
aiso Jump ueromm onto a ietige, eweing, 

then puii himmelt up 




At the end of some levels, you must Inevitably take on some big bosses 
and kick their butts to get through to the next stage. This may sound fun 
and the graphics of the bosses do liven up the game a bit, but destroying 
theni is such an easy task that it only underlines the dullness and 
repetitive nature of the gameplay. To beat any boss, all you have to do is 
face them and constantly fire bombs at them -■ it’s that simple. Here’s a 
taster of the big guys that will try to give you the heebee jeebees. 



A BIANT LOBSTBRI A LASER BUN AND A HALFl 
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BOMBERMAN 


HERO 




DIF^RENT STROKES 


Not all of the levels see Bomberman running from pillar to post and throwing bombs, oh no. Some of them see the little chap strapped into a variety of 
vehicles for a quick runabout in a particular environment. They all take place in a corridor-style level, where the landscape forces progress along in a linear 
development. Bomberman has to traverse these levels, dodging enemy fire in an almost shoot-’em-up manner. And dropping bombs. 


jigM ^ : 

» / - . F- 






It looks like something taken straight out of 
PiJotwings, but this time, you have bombs. 
Nice. The trouble is that you never feel like you 
can fly off into the sunset. The corridor forces 
you down a gun-filled canyon; Just wait until 
you’re staring down the barrel of the big gun 
at the end! 


By means of a cunning propeller attachment to 
Bomberman’s helmet, he is able to fly across 
open expanses of water. Again, he is able to 
drop bombs on the heads of any unwitting foes 
(that will be why they call him the Bomberman, 
then!). Oh, and he must have the neck muscle 
strength of an elephant, when you come to 
think about it. 


This’ll be where the phrase 'the Plimsoll line’ 
will have come from. Bombi is one of the few 
heroes whose footwear range includes a pair 
of propeller plimsolls. Manta rays, Easter Island 
stone heads and snipping crabs are among the 
adversaries you will face here. It’s just a good 
job that yer man can hold his breath for a very 
long time, really. 


starters, the monsters in Bomberman 
Hero are always exactly the same type 
of thing; they may well look slightly 
different but they all do more or less 
the same actions and are very static 
and monotonous. Also, all of the level 
layouts are the same. Although the 
scenery will differ, you usually go 
from the left to right of the screen or 
(in the case of underwater situations) 
you go straight ahead. This makes 



If? 

It do«s look ilko Bombi's 
hood l« poultry produco. 


the actual gameplay incredibly easy 
and quite repetitive. 

THE BIO BANO 

Admittedly I didn’t have much to do 
with the original Bomberman 64 but 
from what my colleagues have told 
me, Bomberman Hero is definitely an 
improvement on the original. But does 
this mean Bomberman Hero can hold 
its head high against the Banjo-Kazooie 


crop of platform games that are now 
being created by software companies? 
The answer, quite strongly, must be no. 

Bomberman Hero sadly falls down 
heavily in the path of other recent 
platform games. It’s far too easy and 
although the graphics are constantly 
changing, the title’s gameplay remains 
almost exactly the same throughout. 
Although it will definitely appeal to 
younger gameplayers, Bomberman 



Purhaps Bombarman knows somathlng that wa don ' t - you 
should attack crabs with propallar boots, of coursa! 


Hero would need a lot of developing 
and improvement to stand up against 
the pick of the bunch. JlilTIN 



CRAPHKf 

© 

Some nice colours and 

good smoothness but 

nothing inspirational. 

SOUND 

© 

Sound is reasonable, 
with nice, playful 

cartoon type tunes. 

PLAYABILITy 

© 

It’s easy to play and 
quick to pick up. 

LASTABILITY 

© 

A little too easy and 

therefore not addictive. 

OVERALL 


Bomberman’s betrayal 
can’t stop this cutesy 

little romp being fun. 
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VIRTUAL CHESS 64 
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The long wait is now over - you can aii sleep soundly 
at night and regain your appetites. It's just what 
the most powerful games console in the known 
universe has been waiting for. Behold, the new era 
of gaming has finally arrived... the chess title! 


# Perhaps one of the world’s 
most popular recreational 
games has now come to your 
TVs, with a lethal 64-bit kick in its tail. 
This raises all kinds of questions: how 


All these questions can finally be 
answered with Virtual Chess 64 but 
frankly, well, I don’t know. Admittedly 
the thought of a chess game on the 
N64 doesn’t seem appealing to me. 


can have a good look at where all 
the chess pieces are. For pure 
concentrated playing, the two 
dimensional board is actually 
much more appropriate. 



1st Impressions 


My initially thought was "How will 
a chess game work in the console 
world?” and after seeing the first 
display of graphics and game 
styles, I was unsure. However, 
after playing against an arch 
enemy colleague (from a 
PlayStation mag!) it actually 
became enjoyable. 


can a chess game be jazzed up with new 
graphics and digital sound and yet still 
be appealing to chess fans? Can chess 
appeal to a new generation? Will the 
notion of two spotty teenagers hacking 
at it with their joystick to thumping 
techno music be able to hold an appeal 
on a console? 


Virtual Chess 64 gives you a fair few 
alternative options on how to play the 
game. Firstly you can choose between 
a standard two dimensional or three 
dimensional view of the board and the 
pieces. The three dimensional version 
looks good but you’re constantly having 
to alter the angle of the board so you 


THE 64 BIT 
INJECTION 

The added console 'jazziness’ has been 
put in when you manage to take one 
of your opponent’s pieces. In reality 
you just lift it from the board and put 
it to the side but not here. Oh no. Here 
in the world of electricity and memory 
chips you see a pitched battle between 
the pieces. However, after a while these 
side shows do become a little annoying 
and take up too much time. 

The bonus with this title is that you 
have an excellent tutorial option which 
tells you everything from the rules to 
gameplay tactics and strategies - all 
good stuff for the beginner. So would I 
recommend this game as a chess player? 
If you’re a beginner or you have to play 
on your own - it comes recommended. 

Basically, if you love chess then you’ll 
be well up for Virtual Chess 64 but this 
sort of thing is hardly what your N64 was 
made for. JUSTIN 


VERDICT 


CRARHKf 

m 

A low mark but it has all 

the graphics you’d expect 
for a game like this. 

SOUND 


A soothing ambient 

soundtrack that suits 

the game. 

PlAYABIllTy 


Easy to get into and an 

excellent tutorial mode, if 
you like that sort of thing. 

LASTABILITy 


If you like chess, you’ll 
probably play it a lot. 


OVERALL 


Not an exhilarating ride 
but what do you expect 

from this recreational 

activity...sorry, sport? 



It looks like the real thing. The question Is: If you love chess so 
much, why not spend the money on a really nice proper chess set? 
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A GAMEBOY POCKET CAMERA | 

& GAMEBOY POCKET PRINTER \ 

fiave 4 Gameboy Pocket Cameras & 4 Gameboy Pocket Printers up for gral^. 

to do is put your answer to the folowlng question on the back of a stamped 
lope into another envelope and send it to “SAY CHEESE’% Excitement direct 
, Streatfield House, Carterton, Oxford, 0X18 3XZ. 

tion: Can you put your own face into a game using the Gameboy Pocket Camer 


|;i:l , 


FAST 
DELIVERY 
SERVICE 
usually within 3 
working days for | 
games and 
accessories in 
stock. 


; 2ND I 


PLEASE CALL FOR DETAILS 


CALL 

38.99 

40.99 


34.99 


TENDO 64 

I 1080 Snowboarding 
I Aero Fighters Assult 
I Banjo Kazooie 
I Blastcorps 
I Bomberman 64 
I Bust a Move 2 
I Clayfigtiter 63 1/3 
I Chameleon Twist 
I Cruisin USA 
I Cruisin Wortd 
J Dark Rift 
I Diddy Kong Racing 
I Doom 
I Dual I'teros 
I Duke Nukem 64 
I Extreme G 
I FI Pole 

I FIFA Road to World Cup 
I FIFA 64 
I Fighters Destiny 
I Forsaken 
I Golden Eye 
I GT64 
I Hexen 

I Holy Magic Century 
I ISS 64 

I Killer Instinct Gold 
I Lambourghini 64 
I Lylat Wars & Rumblo Pack 

■ je soft toy with new Lylat Wars)49.99 


35.99 

29.99 

29.99 

31.99 

40.99 

31.99 

39.99 

32.99 

32.99 

39.99 

36.99 


41.99 

43.99 

40.99 
40.99 


45.99 

29.99 

44.99 

43.99 


CALL 
29.00 
33.00 
24.00 
29.00 
28.00 
23.00 
28.00 
24.00 
24.00 
26.00 
31.00 
24.00 
29 00 
26.00 
24.00 
30.00 
30.00 
15.00 
33.00 
33.00 
31.00 
34.00 
18.00 
36.00 
24.00 
32.00 
32.00 


32.99 


52.99 

52.99 

14.99 

52.99 


36.99 

14.99 

49.99 

32.99 


49.99 

39.99 

49.99 


52.99 


52.99 


36.99 


Mace 
Madem 
Mario 64 
Mario Karl 64 
Mischiel Makers 
Mortal Kombat Mythology 
Mortal Kombat Trilogy 
Multi Racing Cliamps 
Mystical Ninja 
Nagano Winter Olympics 
NBA Courlside 
NBA Hangtime 
NBA Pro 98 
NHL Breakaway 98 
NFL Qualerback Club 98 
Pilot Wings 64 


34.99 

39.99 

40.99 

40.99 

39.99 

41.99 

43.99 


44.99 

40.99 

33.99 


tpage World Tour 
I Reckin Balls 
I Robotron X 
I San Fransico Rush 
I Shadows ol Empire 
I Sim City 2000 
I Showboard Kids 
I Tetrisphere 
I Top Gear Rally 
I Turok Dinosaur Hunter 
I Wargods 
I Waveracer 64 
I Wayne Grelsky 
I Wayne Grelsky 98 
VCW v’s NWO 
I Wetrix 
I World Cup 98 
I WWF Warzone 
I Yoshi's Story 


40.99 
CALL 

44.99 

33.99 


CALL 

33.99 

33.99 

40.99 

29.99 


40.99 

40.99 

33.99 

43.99 
CALL 

40.99 


38.00 
29.00 
31.00 
29.00 
29.00 
29.00 
33,00 
31.00 
34.00 
36.00 
34.00 
27.00 
36.00 
31.00 
31.00 
35.00 
31.00 
31.00 
36.00 
CALL 
36.00 
28.00 
29.00 
CALL 
27.00 
27,00 
31.00 
24.00 
32.00 
34.00 
31.00 
33.00 
32.00 
27,00 
35.00 
CALL 
31.00 


49.99 

52.99 
52.99 


UNIVERSAL ADAPTER 
Cl 6.99 
£13.99 

J IF BOUGHT AT THE SAME TIME AS ANY GAME 
I US NINTENDO 64 NEW 2nd HAND 


I Aero Gauge 
I Bio Freaks 
I Bust a Move 2 
I Cltoppcr Attack 
I Claylighler 63 1/3 
I Doom 64 
I Duke Nukem 
I ExtreemeG 
J FI Poleposilion 
I FI Racing 98 
I FIFA 64 
I FIFA 98 
I Fighters Destiny 
I Gex64 

I Hexen 64 _ 


49.99 

49.99 

49.99 


49.99 

49.99 

14.99 


39.00 

12.00 

19,00 

25,00 

35.00 

12.00 

39,00 

15.00 

35,00 

39.00 

42,00 

19.00 


Int Superstar Soccer 64 
Ini Superstar Soccer 98 
Jepardy 
Mace 

Madden 64 

Mike Piazza's Slrikezone 
Missioti Impossible 
Mr Mythologies 
Mortal Kombat 4 
Mortal Kombat Trilogy 
Mystical Ninja 
Multi Champ Racing 
Nagano Winter Olympics 
NBA Hanglime 
NBA In the Zone 98 
NFL Ouaterback Club 98 
NHLPA Olympic Games 
Ollroad Challenge 
Ouake 
Ouesl 

Reckin Balls 
Robotron X 
Sanfransisco Rush 
Sim City 2000 
Turok Dinosaur Hunter 
Virtual Chess 
Wailalae Goll 
Wayne Gretsky 
Wayne Gretsky 98 
Wargods 
WCW v's NWO 
Welrix 

World Cup 98 
WWF Warzone 

Super nes 

Donkey Kong Country 2 
Donkey Kong Country 3 
FIFA: Road to World Cup 98 
lllusiofi ol Time 
Mortal Kombat 3 
Pilot Wings 

Super Mario Allslars & Super Mario World 

Terranighma 

Yoshis Island 

Zelda 

GAMEBOY 

Gameboy Pocket Camera 

Gameboy Pocket Printer 

Gameboy Pocket Camera & Printer 

Gameboy Pocket - Pink. Blue. Red etc 

Gameboy Pocket Silver 

Gameboy Pocket Travel Bag 

Alleyway 

Donkey Kong 

Donkey Kor\g Land 

Donkey Kong Land 2 

Donkey Kong Land 3 

Doctor Mario 

FI Race 

James Bond 007 
Kirbys Dreamland 
Lemings 
Lion King 
Mario & Yoshi 
Molemania 
Monopoly 
Mystical Ninja 
Pocket Bomerman 
Tamagotchi 
Tetris Plus 

Turok Dinosaur Hunter 
Warioland 
Warioland 2 
World Cup 98 
Zelda 

PlayStation 

Colin McRae Rally 

Deathtrap Dungeon 

Die HArd Trilogy & Protector Gun 

Gran Turismo 

Men In Black 

Premier Manager 98 

Resident Evil 2 

Street Fighter Collection 

Three Lions 

Tomb Raider 2 

Vigilante 8 

WCW V's Niiro 

World Cup 98 

World League Soccer 98 


42.00 

24,00 

42.00 

42.00 

28.00 

31.00 

10.00 

38.00 

39.00 

42.00 

42.00 

PRICE 

19.99 

25.99 

19.99 

13.99 

18.99 
8.99 

26.99 


9,99 


17.99 


PRICE 

34.99 

41.99 


5.99 

12.99 

16.99 


25.99 

21.99 

10.99 

12.99 

23.99 


19.99 

10.99 

17.99 


17.91 


17.99 

17.99 

19.99 

18.99 

19.99 

17.99 

14.99 

22.99 

14.99 
PRICE 

32.99 

32.99 

25.99 

37.99 


31.9 


32.99 


32.99 

34.99 

32.99 

33.99 

31.99 

33.99 

33^9 I 


CABLI 


AND CARDS 


I Action Replay Hundreds of 
I built-in cheats fot all the best 
I games, fully programmable 
I memory. Memo'v' Managm and 
I smait card slot add fantastic 
I expansion feature £38.99 
I Special Edition Football 
I memory card £9.99 

I Joypad extension cable £6.99 
J»air ol extension cables£l 1.99 


Scart Cable improves picture 
and sound quality £8.99 
Stereo AV Cable - 3 phono 
plugs with scart adapter £8.99 
S-VHS Cable - Gives better 
quality than a scart cable but 
requires SVHS compatible TV 

or Video.£8.99 

Scan Converter Cable - 
Converts TV signal,to enable 


you to play a USA or Japanese 

machine .£24.99 

Scart Lead - v/ith stereo audio.. 

.£9.99 

Official 256k Memory Card .. 

.£13.99 

256kb Memory Card . £7.99 
1MB Memory Card . . .£10.99 
4MB Memory Card . £14.99 
SMB Memory Card £18.99 


STEERING WHEELS 


ASK , 


37.00 
42.00 
39.00 
24.00 
29 00 
42 00 
42.00 
12.00 
41 00 
19.00 
32.00 
12.00 
39.00 
24.00 
44,00 
39,00 
34.00 
39.00 
39.00 
42.00 
41.00 
39.00 




4AD KATZ STEERING WHEEL WITH J 

With built in force pack. True Analogue 
steering, accelerator and brake. _ 

Memory card slot. £9 i 

Get £3 olf any game bought at the same time as Ultraraceri 


ILS 





fRFI ARCADE WHEEL^. v _ 

Analogue wheel with programmable I CV ^ 

I buttons for the ultimate driving simulatioir ‘ ^ 

With Pedals £52.99 


Jnlii!? Iclg- 1 

pedals. Rumble pak compatible. Works on 
N64, PSX & Saturn, 


GAMESTER STEERING^ 


New rumble Effect 
I Programmable Foot pedals 
No batteries required 


RUMBLE PAKS 

OFFICIAL RUMBLE PAK 


Ym Rumble Pak shakes your controller during the game 
^1ay Mifou can feel hits, speed boosts and other sims. 

. cuh 


LO<^C 

FIR£iRUl 


^PAK WITH TWIN SPKD SELECTOR £9.99 
WAK with flashing light feature £9.99 
Lx Tramour Pak |No_baUeries needed!) |12.99 

j SHOCKWAVE a 

I Unique SHOCK SENSOR adds force feed-back 1 
T Built in IMB Memory Card. ^ 

TLE PAKS WITH refLT 
IN MEMORY CARDS 



Including 256K memory card £12.99 
Including Imb memory card £15.99 
ling 1 mb memory card (lmp no battonos roquirod) 


IlNTERACTOR - FEEL TH| 

ETSris bade pack enables you to experience the t 
and explosions. , , . 1 

& PSX Compatible C UL\ 


ICE 


.£12.99 
. .£9.99 


, lUlISC — 

I Carry Case for Nintendo 64 

I N64 Cleaning Kit. 

I Official 1080 Snowboarding 

I Guide.£10.99 

I Official Banjo Kazooie Guide £10.99 
I Golden Eye Players Guide . . .£9.99 

I Official Cary Case .£19.99 

Official Mario Kart 64 PG . . .£9.99 

I Official Mario 64 PG.£9.99 

I OfficiaJ MystJcal.NMa PQ _ . .£10 


1-l-ANEOMS 


Official Quake Players Guide . 

.£10.99 

Official Yoshis Story PG . ..£10.99 

WCW vs NWO guide.£9.99 

N64 PASSPORT - Uses a code sysfem I 
to enable you to play any game for any I 
territory on any N64 sysfem ..£29.99 
Adaptor (UK/USA)-Doesn t play 
Waverace or Diddy Kong . . .£16.99 
Carry Case .£12.99 


19am to 8am Monday-Friday, 10am to 7pm Saturday, 
11am to 4pm Sunday & Bank Holiday 


cial Mystical Ninia PG ..£10.99 Carry Case .. 

MULTI-CASE £18.99 roomy, durable, waterproof, 

jjj l]^h^^lal^»mii cujljlMe^l^rlor 


FAX ORDERS ON 

01993 840750 


Exchange policy on riew goods - if you are unhappy with your goods for any reason, simply return them in perfect condition 
within 3 days of receipt by recorded delivery and subject to a fee (10%, minimum £5), we will swap it for another item. We reserve 
the right to refuse exchange if the item is not received back in PERFECT condition. 


PNAME: . . . 
lADDRESS: 


b POSTCODE: 
!tEL: . 


ITEM 

PRICE 


£ 


£ 

Postage is tree for all orders shipped within the U.K. 

Optional NEXT DAY [)EIJVERY available. C5.00 for 1st 

item plus El .00 for each subsequent item. Overseas P& P 

postage £3.50 per software item . 

£ 

£ 


[SIGNATURE:. 

■ CASH Q CHEQUE (Immediate cheque clearance) O POSTAL ORDER [[JCARD Q 

[card NUMBER mnnnnnnnnn nnnnnnnr 


■ PLEASE KEEP COUNTERFOILS IF SENDING POSTAL ORDERS. ONLY SEND CASH IN A I 

jRECORDED/REGISTERED ENVELOPE. CHEQUES PAYABLE TO: EXCITEMENT DIRECT, 1ST FLOOR. 
[streatfield house, ALVESCOT ROAD, CARTERTON, OXON, 0X18 3XZ 


ISSUE 

NO: 



01 ] ©©© 


lbout our extended warranties 

ULTRARACER 

Revolutionary mini hand-held | 
steering wheel. Great control. I 



V3 RACING WHEELl 

300 wheel rotation, adjustable wheel positioning, uniquel 
J[^le-top or under-leg mounting option. Programmable! 
fire buttons and separate analogue foot pedals. f 


Nintendo with Grey Offical 

Controller . £89.99 

Special Edition N64 with t ^ 

Gold Controller plus ^ ^ 

Golden Eye & Rumble Pak with Imb 

Memory. £144.99 

EXTRA Official Controller & I Mb 

Memory Card. £ 121.99 

Sharppad Pro Controller & LMX 
Tremor Pack. £ 129.99 

Plus get £1 off every Game bought at the same time as your new N64^ 


POCKET CAMERA AVAILABLE IN 
GREEN, RED, ViM- -’ W £34.99 

Gameboy Pocket and Original Gameboy 

MEBOY POCKET PRINTER 
^ INC. LINK LEAD 
£46.99 

l^ou purchase both of these at the same time 

<3 rolls of printer paper £6.99) 

SOFT CHARACTER T01 

They are sooooo cute. Available 
with Kazooie, Mumbo Jumbo,Yoshi, ^ 

Kong, Diddy Kong, Bowser, Wario, Ma^ 

a Toad. 

BUY THREE TOYS AND GET LUIGIS 
ALSO AVAILABLE 12” PLUSH 1 
CHARACTER COLLECTIBLE £19.9 


:er kits 

M4 * England Flag, Gold, 

lo AVAILABLE FOR PSX.) £9.99 


I GAME BOOSTER 


PLAY ALL GAMEBOY GAMES ON YOUR N64 
(Also Available for PlayStation) IN FULL SIZE, 
IN COLOUR AND WITH FULL STEREO SOUND 
SUPPORT £33.99 

QET £2 OFF IF BOUGHT AT THE SAME TIME AS ANY GAME I 


Class 2 Laser pointers £23.99 


CONTROL PADS 


ask about OUR EXTENDED WARRANTIES 





COLO RED OFFICIAL 

NINTENDO 64 CONTROLLERS 

vailable in blue, green, red, black and yellow 

only £24.99 OR £22.99 FOR 2 OR MORE 


Available 
in Black, 
i Blue, Green 
Red 

.Gfu: 


SHARPPAD PRO 64 

nhanced controller with Auto-Fire 
and slow motion functions 

only £21.99 | 

I SHARK PAD PRO 64» 

Enhanced controller with Auto-Fire ai^ 
motion functions only £22.99 

»UPER PAD 
COLOURED 

f way digital direction 
ritrol, memory card port 

only £15.99 

lER PAD 64 only £14.99 
SUPER PAD 64 PLUS 

Auto-Fire and slow motion features and 
memory slot only £18.99 

MAKO PAD 

High precision control. Has Auto- 
Fire, slow motion and memory 
slot, only £20.99 
only £14.99 if bought with any game 

Available . 

in Red. 

Green. Blue, and 

Grey 



TRIDENT PAD only £14.99 

TRIDENT PRO PAD Auto-Fire, slow 
motion, memory slot. Rumble pak 
compatible, only £16.99 
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TOTAL RECALL 


ISSUE EIGHTEEN 



This is the section of the mag where you *ii find a 
compiete iisting of every N64 game ever reieased - 
essentiai reading before you make those purchases... 


THE ICONS 




LTi;i'ijLi' 




■ Save game; 
Memory Pak, 
battery backup 
or password. 


. This win ten 
you if the game 
is Rumble pak 
compatible. 


How big the 
game is in 
terms of 
memory (Mbits). 


Humber of 
players that 
can play 
the game. 


fcThis will tell you if the game is the PAL version, which means that 
“there is no need for either converters or importer’s fees. _ 







If the game has this icon, then you’ll know that its country of origin 
is Japan. If you want to buy the game you will have to get it from 
an importer. 




USA 


If the game has this icon then you’ll know that its country of origin 
is America. If you want to buy the game you will have to get it from 
an importer. 



1030° SNOWBOARDINO 


ol 


AIR BOARDER 64 


O 


• PUBLISHER: Nintendo 

• DEVELOPER: In-house 

• RELEASED: Out Now 
« REVIEWED: Issue 15 


As you might expect from the team that brought 
you Wave Race 64, Nintendo’s snowboarding title 
is an extremely well-made piece of software. The 
experience of ’boarding has never been reproduced 
as accurately as this before but the game has limited 
replay value. 






• PUBLISHER: Human 

• DEVELOPER: In-house 

• RELEASED: Out Now 

• REVIEWED: Issue 17 


When is a snowboarding game not a snowboarding 
game? When it’s called Air Boarder 64. This title is 
basically your average snowboarding game, just 
set in the future. Unfortunately, it’s fairly average 
and to be honest, your money could definitely be 
better spent elsewhere. 



ALL ITAR BAfIBALL '99 £ 


• PUBLISHER: Acclaim 

• DEVELOPER: Iguana 

• RELEASED: Out Now 

• REVIEWED: Issue 17 


If you’re a baseball fan then this is the title for you. 
Unbelievable hi-res graphics and realistic commentary 
make this the best baseball game money can buy. 
However, this game is for serious gamesplayers out 
there - to get the most out of All Star, you’ll have 
to play it for a long time indeed. 



E 

T 

OUT C 

»F 100 


I TOTAL 64 ISSUE EIGHTEEN 


BANJO-KAZOOIB 



• PUBLISHER: Nintendo 
•DEVELOPER: Rare 

• RELEASED: Out Now 

• REVIEWED: Issue 17 


Superlatives cannot do this game justice. Rare have 
managed to create what is quite possibly the best 
platform/3D adventure game on any console. Don’t 
let the cute graphics fool you - this is a beast of a 
game and we at Total 64 urge every last one of you 
to buy it. 
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BLAST CORPS 


• PUBLISHER: Nintendo 

• DEVELOPER: Rare 

• RELEASED: Out Now 

• REVIEWED: Issue 3 


Rare’s first title for the N64 is a wonderfully original 
game. It’s something close to an arcade puzzle game, 
where you have to save the world from a nuclear 
holocaust by demolishing buildings. 




OUT OF 100 




DOOM 64 


The classic PC game is brought up to date using the 
N64’s truly wonderful graphical capabilities but the 
gameplay remains much the same. If you loved the 
original you’ll enjoy this but it still doesn’t compare 
to Goldeneye. 



• PUBLISHER: CTI 

• DEVELOPER: Midway 

• RELEASED: Out Now 

• REVIEWED: Issue 3 


BUST-A-MOVB 2 


• PUBLISHER: Acclaim 
•DEVELOPER: Taito 

• RELEASED: Out Now 

• REVIEWED: Issue 17 


A great puzzler that has caused many a sleepless 
night for Bust-A-Move addicts. However, that said, 
this has to be one of the greatest rip-offs ever to 
have been thrust into our offices. The bottom line is, 
unless it’s less then £25, don’t even go there. 



0 ® 


wa. ILL 






OUT OF too 


DIDDY KONC RA<IM« 


• PUBLISHER: Nintendo 

• DEVELOPER: Rare 

• RELEASED: Out Now 

• REVIEWED: Issue 10 


The game that Mario /far^ should have been? The one 
player mode takes ideas first seen in Mario 64 and 
introduces them into a racing game. Lots of fun but 
perhaps just a little too cute for older players. 



O iS 

|—I 


. \Li 
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DUKE NURBM 64 |£; 


• PUBLISHER: CTI 

• DEVELOPER: In-house 

• RELEASED: Out Now 

• REVIEWED: Issue 10 


The Dook finally gets his N64 debut and boy, is he a 
tough mutha! Everything is here from the PC version, 
minus the dodgy strippers. There’s excellent level 
design, some wicked humour and heaps of attitude. 



EXTREME Q 



• PUBLISHER: Acclaim 

• DEVELOPER: Probe 

• RELEASED: Out Now 

• REVIEWED: Issue 9 


The game that proves the N64 can indeed 'do’ fast 
racing games. Basically Wipeout on bikes. Extreme 
G is a rollercoaster of a ride that can, at times, be 
a little frustrating to control. Apart from that, it’s 
excellent fun. 



ISSUE EIGHTEEN 


TOTAL 64 
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TOTAL RECALL 


ISSUE EIGHTEEN 


FlfiHTBRf DBSnNy 


» PUBLISHER: Ocean 
' DEVELOPER: Imagineer 
> RELEASED: Out Now 
» REVIEWED: Issue 12 


Fighters Destiny is soTnething of a novelty: it’s a 
fighting game that doesn’t tTy to copy Tekken\ As a 
Tesult, this game has a highly enjoyable and OTiginal 
fighting system. The best on the N64 - so faT. 



Q iS 


9f 




VU 






OUT OF 100 


GOLDENEYE 007 


• PUBLISHER: Nintendo 

• DEVELOPER: Rare 

• RELEASED: Out Now 

• REVIEWED: Issue 8 


In OUT opinion, the best game on the N64. With its 
wondeTful mission-based gameplay, supeTb gTaphics 
and a tTuly excellent multiplayeT option, this game 
is leagues ahead of any otheT fiTst peTson shooteT. 



O iS 

n 






K 



> PUBLISHER: Nintendo 

> DEVELOPER: Nintendo 

> RELEASED: Out Now 

> REVIEWED: Issue 4 




The best footy game on the N64? You betcha! With its 
aTcade style gameplay you’ll be hooked on the fiTst 
play but as you leaTn moTe, you’ll Tealise that this 
game has a depth unlike any otheT. 



o ® 

n 
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OUT OP 100 


LYLAT WARS/STARFOX 64 




» PUBLISHER: 

> DEVELOPER: Nintendo 

* RELEASED: Out Now 

* REVIEWED: Issue 8 


SimilaT in gameplay to the SUES version, this has one 
main advantage: its breathtaking graphics that make 
you feel like you’re taking part in a movie. An excellent 
multiplayer option is the icing on the cake. 





01: © 
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• PUBLISHER: Acclaim 
•DEVELOPER: Iguana 

• RELEASED: Out Now 

• REVIEWED: Issue 16 


3D shooting at its very best. Proves that the N64 
can make fast moving games with loads of detail 
and stuff going on. The one player game is a little 
linear but the multiplayer option really does rival 
Goldeneye for sheer playability. 


er 64: CHAMMONfHIP BOmON 



You were wondering where the N64’s Gran Turismo 
would come from, weren’t you? Well, here it is, not 
quite as good as the PlayStation’s best but for racing 
game starved N64 owners, it’s a godsend. GT 64 
offers tracks, speed and realistic handling - this 
game has it all! 


OUT OF 100 


• PUBLISHER: Infogrames 

•DEVELOPER: lmagiBMM»r 

• RELEASED: Out Now 

• REVIEWED: Issue 16 




Dull isn’t the word but there are plenty of four letter 
words out there that would fit the bill. A TV show 
transferred to the N64? Whatever next - Question 
Time 649 I wouldn’t touch this title if my life 
depended on it and neither should you. 


PUBLISHER: Take Two 


DEVELOPER: Cametek 


RELEASED: Out Now 


REVIEWED: Issue IT 


U. UdJLii: 


macb: thb dabk a«b 


• PUBLISHER: Nintendo 

• DEVELOPER: Nintendo 

• RELEASED: Out Now 

• REVIEWED: Issue 9 


A conversion of an excellent arcade game, Mace puts 
the emphasis on weapons in this gory beat-’em-up. 
Based on the M/f control system but set in a more 
'rear 3D environment, this is a serious alternative 
to Fighters Destiny. 
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ROUND UP 
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OUT OF 100 


MARIO KART 64 


NBA COURTfIDE 


• PUBLISHER: Nintendo 

• DEVELOPER: LeHfield 

• RELEASED: Out Now 
> REVIEWED: Issue 17 


A serious attempt at producing a more simulation 
Jbased basketball game. How-ever, this is not quite 
the top title that we were all hoping for. Graphically 
it’s a little shoddy but the atmospheric commentary 
and the wealth of options means that this is still the 
basketball game to buy for the N64 at the moment. 


O 

lCLV 1 

□I 






OUT OF 100 




MADDEN 64 


• PUBLISHER: 

* DEVELOPER: Nintendo 
» RELEASED: Out Now 

> REVIEWED: Issue 12 


This game lacks the official license and graphical 
finesse of NFL QBC '98 but has excellent Al and more 
intuitive gameplay. If you like American football, 
then you’ll probably love this. 


• PUBLISHER: Nintendo 

• DEVELOPER: Nintendo 

• RELEASED: Out Now 

• REVIEWED: Issue 1 


Not too dissimilar to the SNES version but with much 
better graphics, longer courses and an excellent 
multiplayer option. This is probably still the most 
fun racing game on the N64. 


PUBLISHER: CTI 
DEVELOPER: Midway 
RELEASED: Out Now 
REVIEWED: Issue 14 


One of the scariest PC games ever gets an N64 makeover 
and retains everything that was in that groundbreaking 
title. Even the multiplayer game is here but still, it’s 
not as good as Goldeneye. 


iuilZvTLi l-LL. VLi 




MAJOR LRAGUG BASBRAU £ 


• PUBLISHER: Nintendo 

• DEVELOPER: Angel SUadios 

• RELEASED: Out Now 

• REVIEWED: Issue 17 


Not the best looking baseball game ever to have 
graced the N64. However, what Major League Baseball 
lacks in graphical loveliness it more than makes 
up for in playabilty. That said. Major League Baseball 
doesn’t quite make the grade - especially compared 
to All-Star Baseball '99. 



ILl 


79 

OUT OF 100 


MyfTICAl MINJA \S: 


• PUBLISHER: Video Sys. 

• DEVELOPER: Paradigm 

• RELEASED: Out Now 

• REVIEWED: Issue 11 


Konami’s RPG/platformer finally gets a release on 
western shores and although it takes its cue from 
Mario 64, it offers a superbly diverse and humourous 
adventure. Excellent graphics and sub-games make 
this one of the best buys for your N64. 



89 

OUT OF 100 


PILOTWINAS 64 



• PUBLISHER: Nintendo 
■ DEVELOPER: Paradigm 

• RELEASED: Out Now 

• REVIEWED: Issue 1 


Still one of the best games on the N64. The inventive 
mission-based gameplay is matched only by the 
amazing graphics. You’ll enjoy playing the missions 
but it’s just as enjoyable exploring the immersive 
landscapes for fun. 




• PUBLISHER: Midway 

• DEVELOPER: Sapphire 

• RELEASED: Out Now 

• REVIEWED: Issue 17 


OUT OF 100 


Crash, bang, wallop and yawn your way through the 
world, destroying buildings. This was mildly amusing 
in the eighties but now it’s just plain dull. Avoid 
this tosh in the same way that you might try to avoid 
a kiss from your great-great grandmother. 
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OUT OF 100 


WORLD CUP ^98 


WCW VS NWO 


OUT OF 100 


0 © 




• PUBLISHER: Nintendo 

• DEVELOPER: In-house 

• RELEASED: Out Now 

• REVIEWED: Issue 1 


The game that staTted it all. A womdeTful expeTiment 
into how a 3D game could woTk and Shig Miyamoto 
caTTies it off with aplomb. Quite magnificent - if you 
own an N64 and haven’t played this, then you’Te mad! 


• PUBLISHER: THQ 

• DEVELOPER: In-house 

• RELEASED: Out Now 

• REVIEWED: Issue 11 


If you can get past the WTestling, you’ll find this to be 
an excellent fighting game with loads of chaTacteTS 
and moves. This game also boasts one of the best fouT 
playeT games on the N64. 


• PUBLISHER: CA 

• DEVELOPER: In-house 

• RELEASED: Out Now 

• REVIEWED: Issue 16 


Yet anotheT footie game fTom those boys at ElectTonic 
ATts. But wait, befoTe you staTt scTeaming 'it’s just 
like FIFA\\ listen to this: the gameplay has been 
tweaked and as a Tesult, the game is MUCH betteT. 
Still, if you’ve got FIFA: RTWC ’98, then it still might 
not be woTth it... 


0 ® 




* PUBLISHER: Acclaim 

* DEVELOPER: Iguana 

* RELEASED: Out Now 
> REVIEWED: Issue 3 


OveTshadowed by the amazing Goldeneye recently but 
this is still an excellent game. Featuring excellent 
animation and some of the most fearsome weaponry 
ever, Turo/cwill offer you quite a challenge. 



• PUBLISHER: Konami 
•DEVELOPER: In-house 

• RELEASED: Out Now 

• REVIEWED: Issue 17 


A strange one really that follows the tried and tested 
formula of all great puzzlers; add one part dull 
graphics to two player action, with more than a 
liberal splash of playability. Not quite up to Wetrix’s 
standards but a mighty fine and addictive puzzler 
all the same. 



WAVE RACE 64 


• PUBLISHER: Nintendo 

• DEVELOPER: In-house 

• RELEASED: Out Now 

• REVIEWED: Issue 2 


Technically superb, this game offers the player a 
realistic experience of racing on water. The one 
player game is short-lived, so unless you like Time 
Trials, you’ll grow tired of this one quickly. 
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• PUBLISHER: Ocean 

• DEVELOPER: Xed Two 

• RELEASED: Out Now 
•REVIEWED: Issue 15 


A breath of fresh air has hit the N64 and that fresh 
air is Wetrix, a totally original and completely 
addictive puzzle game. Your objective is simple: 
score points by evaporating water - just don’t let 
the water fall off your landscape or you’ll lose! A 
superb two player mode is the icing on the lake. 


YOfHrS STORY 


• PUBLISHER: Nintendo 

• DEVELOPER: Nintendo 

• RELEASED: Out Now 

• REVIEWED: Issue 13 


We were disappointed with this one - we were all 
expecting Mario World for the N64 but it turned out 
to be something of a limited ZD platformer. Too easy 
and too short-lived for mature gamers. 
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64 OOZUMO 

OCEAN 

SUNSOFT 

OUT NOW 


39 

ISSUE 12 

AERO GAUGE 

ASCII 

LOCOMOTIVE 

OUT NOW 

Q 

58 

ISSUE 14 

AEROFIGHTERS ASSAULT 

VIDEO SYSTEMS 

PARADIGM 

OUT NOW 


42 

ISSUE 11 

ART OF FIGHTING TWIN 

CULTURE BRAIN 

IN-HOUSE 

OUT NOW 

•j 

89 

ISSUE 14 

AUTOMOBILI LAMBORGHINI 

NINTENDO 

TITUS 

OUT NOW 

O 

72 

ISSUE 11 

BOMBERMAN 64 

NINTENDO 

HUDSON 

OUT NOW 

Q 

75 

ISSUE 9 

CHAMELEON TWIST 

OCEAN 

SUNSOFT 

OUT NOW 


51 

ISSUE 11 

CRUIS’N USA 

NINTENDO 

MIDWAY 

OUT NOW 

0 

59 

ISSUE 1 

DARK RIFT 

VIC TOKAI 

IN-HOUSE 

OUT NOW 

0 

79 

ISSUE 10 

DORAEMON 

NINTENDO 

EPOCH 

OUT NOW 


69 

ISSUE 3 

DUEL HEROES 

HUDSON 

IN-HOUSE 

OUT NOW 

•J 

52 

ISSUE 10 

DYNAMITE SOCCER 

IMAGINEER 

IN-HOUSE 

OUT NOW 


25 

ISSUE 9 

FI POLE POSITION 

UBI SOFT 

IN-HOUSE 

OUT NOW 


80 

ISSUE 11 

FAMISTAR 64 

NAMCO 

IN-HOUSE 

OUT NOW 

•J 

78 

ISSUE 11 

FIFA 64 

ELECTRONIC ARTS 

IN-HOUSE 

OUT NOW 

0 

58 

ISSUE 3 

FIFA: RTWC ’98 

EA 

IN-HOUSE 

OUT NOW 

0 

78 

ISSUE 12 

FIRE ELECTRIC PEN 

HUDSON 

IN-HOUSE 

OUT NOW 


30 

ISSUE 16 

G.A.S.P. 

KONAMI 

IN-HOUSE 

OUT NOW 


62 

ISSUE 16 

HEXEN 64 

1D/GT INTERACTIVE 

SOFTWARE CREATIONS 

OUT NOW 

0 

63 

ISSUE 6 

HUMAN GRAND PRIX 

HUMAN ENTERTAINMENT 

IN-HOUSE 

OUT NOW 


72 

ISSUE 3 

J-LEAGUE STRIKER 

KONAMI 

IN-HOUSE 

OUT NOW 

•j 

93 

ISSUE 1 

JIKKYOU WORLD SOCCER 3 

KONAMI 

IN-HOUSE 

OUT NOW 


97 

ISSUE 9 

KILLER INSTINCT GOLD 

NINTENDO 

RARE 

OUT NOW 

0 

69 

ISSUE 1 

KING OF PRO BASEBALL 

NINTENDO 

IMAGINEER 

OUT NOW 


82 

ISSUE 2 

MK TRILOGY 

ACCLAIM 

PROBE 

OUT NOW 

0 

67 

ISSUE 1 

MK MYTHOLOGIES 

GT INTERACTIVE 

MIDWAY 

OUT NOW 

0 

31 

ISSUE 12 

MRC 

NINTENDO 

NINTENDO 

OUT NOW 

0 

80 

ISSUE 7 

NAGANO WINTER OLYMPICS 

KONAMI 

IN-HOUSE 

OUT NOW 

0 

69 

ISSUE 8 

NBA HANGTIME 

MIDWAY 

MIDWAY 

OUT NOW 

0 

51 

ISSUE 8 

NFL Q’BC ’98 

ACCLAIM 

IGUANA 

OUT NOW 

0 

89 

ISSUE 13 

POWER LEAGUE 64 

HUDSON 

IN-HOUSE 

OUT NOW 

t> 

80 

ISSUE 16 

PUYO PUYO SUN 64 

COMPILE 

COMPILE 

OUT NOW 


71 

ISSUE 12 

ROBOTRON 64 

GTI 

MIDWAY 

OUT NOW 

tf 

54 

ISSUE 15 

SAN FRANCISCO RUSH 

GT INTERACTIVE 

MIDWAY 

OUT NOW 

0 

57 

ISSUE 11 

SHADOWS OF THE EMPIRE 

NINTENDO 

LUCAS ARTS 

OUT NOW 

0 

49 

ISSUE 1 

SNOWBOARD KIDS 

NINTENDO 

ATLUS 

OUT NOW 

0 

80 

ISSUE 13 

ST ANDREWS GOLF 

SETA 

SETA 

OUT NOW 


42 

ISSUE 1 

TAMAGOTCHI WORLD 

NINTENDO 

BANDAI 

OUT NOW 


72 

ISSUE 15 

TETRISPHERE 

NINTENDO 

IN-HOUSE 

OUT NOW 

0 

84 

ISSUE 10 

TDP GEAR RALLY 

NINTENDO 

KEMCO 

OUT NOW 

0 

85 

ISSUE 10 

TOUKON ROAD 

HUDSON 

IN-HOUSE 

OUT NOW 

•j 

25 

ISSUE 16 

US MASTERS 

T&C SOFT 

IN-HOUSE 

OUT NOW 


28 

ISSUE 16 

WAR GODS 

GT INTERACTIVE 

MIDWAY 

OUT NOW 

0 

69 

ISSUE 10 

WAYNE GRETZKY’S 3D HOCKEY 

NINTENDO 

MIDWAY 

OUT NOW 

0 

82 

ISSUE 2 

WAYNE GRETZKY’S 3D HOCKEY ’98 

MIDWAY 

IN-HOUSE 

OUT NOW 

0 

73 

ISSUE 13 

WHEEL OF FORTUNE 

GAMETEK 

IN-HOUSE 

OUT NOW 

t? 

13 

ISSUE 12 

WILD CHOPPERS 

SETA 

IN-HOUSE 

OUT NOW •; 

72 

ISSUE 12 

WONDER PROJECT J2 

NINTENDO 

ENIX 

OUT NOW 


69 

ISSUE 5 
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<^ambsfiiomus? 


As you look through this magazine you will 


undoubtedly notice adverts for other mail order 
companies. 5o what makes us different to any of 
_ them? WelL how about this..... _ 


Delivery time is normally within 2 working days 
and our packaging has been specially designed to 
ensure that your products arrive in perfect condition 
(we do not use Jitfy Bags!). 

Also whatever your needs we can 
help you make the right choice, 

Our salesmen are all 

enthusiasts and do not make^H^FC^^^^^^^ 
commission, so they can 
give you completely 
impartial advice. 

Remember, if you don't like V — 


Just take a look at this advert! 2 pages crammed 
with games and equipment! We try to stock every 
game available and if it's not in stock when you ring 
we should be able to get It for you fast. Also, with 
plenty of 2nd hand games available as well as new 
there should alwaysoe something that you're 
looking for. ____ 


You should find Gameplay to be the cheapest 
supplier of N64 games in the country. However, we 
can't look everywhere at once, so if you do find a 
better price, please ring us and we will do our best 
to beat or at least match it. On top of this, we offer 
a FREE 1st Class delivery service and we don't charge 
for membership if you are buying by mail order so 
there are no"Hidden Charges". The price you see is 
the price you pay! 


We only sell official UK products and all items are 
fully guaranteed whether new or 2nd hand. Any 
product that becomes faulty within its warranty 
period will be replaced hassle free, quickly and 


it you don't have to keep it 
so we make sure we tell you 
the truth! 


efficients 


TTiese are the qualities that have madeaS^ 
Britain's largest and fastest growing mail order 
supplier of computer games. CAN YOU AFFORD 
NOT TO BUY YOUR GAMES FROM USZ^ r 


^0113 2340i44^ 

SALES HOTLINES 

OPEN SEVEN DAYS 
^ A WEEK . r 


■ Why not visit our club 
SUPERSTORE IN LEEDS AT THE 
ADDRESS ON THE ORDER 

form! All items in the 

STORE ARE AT THE SAME 
DISCOUNTED PRICES AS OUR 
MAIL ORDER DIVISION. 


Please note that there 

IS NO CHARGE TO BUY FROM 
\ US BY MAIL ORDER BUT A 
I ONE OFF MEMBERSHIP FEE 
OF £5 IS PAYABLE IF BUYING 
FROM OUR SUPERSTORE. 
NUS CARD HOLDERS AND 

I OAPs £2.50. 


TAX ORDERS ON 

0113 234 0770 

^ (24 HOURS A DAY) . 


THE WORLD'S MOST ROMfKiVF 
f«4 Oil£lf BRITAIN'S 

£90.99 iOlirfsr PRICES! 

PRICES INCLUDE DiLmHY TO MOST AREAS IN THE UK 

RANTEE All machines bought from Gameplay are fully 


unbeatable s ervice GUAM 

guaranteed by Nintendo and we otter 


_^__tull after sales support. Unlike some of our competitors, 

we only sell official UK consoles backed up by genuine British warranties. If your machine 
-"-period, we are the ONLY mail order comp^any who will 


develops a fault within the 


levelops a fault within the guarantee period, we are the ONLY mail order company who v 

COLLECT IT FROM YBUR PCTqR ANP REPLACE IT FREE OF CHARBEii 

. £90.99 SAVB BVBH MORE MTHEM YOU BUY THB FOUOWINO AT THE SAi 

. £129.99 time as a MBW UINTBHBO 6A! 

tk . £137.99 Top Ooy Steering Wheel.. ... §5?-22 

. 22 8 mb Memory Card . £14.99 

. £129.99 RGB/S-VHS Scarf Cable . £6.99 

. £121.99 Look 3 Carry Case . £14.99 



Cruisin' USA Diddy Kong Racing int'i 

Aero Fighters Assault.£38.99 

Allstar Baseball.£41.99 

Banfo-Kazooie .£40.99 

Blastcorps.£35.99 

Bomberman .£40.99 

Bust A Move 2.£34.99 

Chameleon Twist.£35.99 

Clayfighter 63 1/3.£26.99 

Cruisin USA.£29.99 

Dark Rift .£31.99 

Diddy Kong Racing.£39.99 

DOOM.£31.99 

Duke Nukem 3D.£32.99 

Extreme G.£32.99 

Pole Position 64 £39.99 




S'Star Soccer Pro Shadows of the Empire Fighters 
FIFA Road to the World Cup . . . .£35.99 

Fighters Destiny .£34.99 

Forsaken.£41.99 

Goldeneye.£40.99 

GT Racing 64.£40.99 

Hexen .£24.99 

Holy Magic Century.£44.99 

Int'i Superstar Soccer 64.£29.99 

Killer Instinct Gold .£44.99 

Lamborghini 64.£32.99 

Lylat Wars & Jolt Pack.£47.99 

Mace.£34.99 

Madden NFL 64.£39.99 

Mario Kart 64 .£40.99 

Mischief Maker; 


Destiny 


Mario Kart 64 


Nagano Olympics Pilot Wings 


San Francisco Rush 



Mission Impossible.£39.99 

Mortal Kombat Mythology .£41.99 

Mortal Kombat Trilogy .£45.99 

Mystical Ninja.£44.99 

Nagano Winter Olympics.£36.99 

NBA Courtside.£34.99 

NBA Hangtime .£44.99 

NBA Pro '98.£39.99 

NFL Quarterback Club '98 .£43.99 

NHL Breakaway '98 .£39.99 

Pilot Wings .£40.99 

Quake.£37.99 

Rampage World Tour.£44.99 

Robotron 64.£42.99 

San Francisco Rush.£33.99 


Shadows of the Empire.£40.99 

Snowboard Kids .£33.99 

Super Mario 64.£40.99 

Tetrisphere .£34.99 

Top Gear Rally .£40.99 

Turok Dinosaur Hunter.£30.99 

Wargods .£42.99 

Wave Race 64.£43.99 

Wayne Gretzky's Hockey .£32.99 

Wayne Gretzky's Hockey '98 . . .£42.99 

WCW vs NWO: World Tour .£38.99 

Wetrix .£33.99 

World Cup '98.£44.99 

WWF Warzone.£39.99 

Yoshi's Story .£41.99 



Snowboard Kids Yoshi's Story Super Mario 64 Goldeneye WCW vs NWO Wave Race 64 Turok Dinosaur Hunter Clayfighter Extreme Joe.GMiJtolly 

WE DO NOT CHARGE YOUR cWdIT CARD UNTIL ?6uR ORDER IS DESPATCHED, SO YOU CAN RESERVE YOUR NEW RELEASES TODAY! 

Gameplay only supplies official products. All products guaranteed by Gameplay and Nintendo or their respective manufacturers. Gameplay is Britain's largest mail order supplier of computer games. All rights reserved. All trademarks recognised. 

















































































































QUAUTY! SERVICE! 


; BRITAIN'S LARGEST MAIL 
OF COMPUTER GAMES! 


0113 234 0444 

SALES HOTLINES (7 days a week) 

0113 234 0999 

TECHNICAL SUPPORT (m«i s«,io.*i 

0113 234 0666 

CUSTOMER SERVICE (Mon-Fri 9aiii-6piii) 

email: GameplayUK@aol.com 


JOYPAOS 




OFFICIAL 

NINTENDO JOYPAO 
The best quality 

JOYPAD AVAILABLE 
£24.99 OR £22.99 

FOR 2 OR MORE 


OFFICIAL COLOURED 
JOYPADS 

EXAaiY THE SAME AS THE 
GREY OFFICIAL PAD BUT 
AVAILABLE IN BLUE, GREEN, 
RED, BLACK, & YELLOW 

£24.99 OR £22.99 for 
2 OR MORE 




John Clelland, 

VauxhalTs star 
touring car driver 
playing with a Top 
Gear wheel at our 
store opening In 
Leeds. 

"This wheel is 
fantastic. 

I want one!" 

- John Clelland. 


COMINO SOON 



logic 3 TRIDENT PAD 

RePUCA pad AVAILABlf 




9k 4 

IN Grey, Red, Yellow 

OR Blue. A very good 



value for money 



ALTERNATIVE TO THE 



OmOALPADS. 

£13.99 



LOGIC 3 TRIDENT 
PRO 

Pad wrm independent 
Auto-hre and Slow 
MOTION features, 

MEMO^^O^^SJ^ AND 

As ABOVE Plus 256kb 



TOP GEAR TOP DRIVE STEERING WHEEL 



Steering Wheel & foot 
pedals with workina 
gearstick and 9 fulfy 
programmable buttons. 

Leather wheel cover. Works 
on N64, PSX & Saturn 
£54.99 




ZQP.QEAR 

PRO 

SJEERINQ 

WHEEL 


m 


As above but 
also with LED 
"Rev counter" 

£63.99 


£88.99 

sPecTal 

OFFER... 
TOP GEAR 
WHEEL & 
MARIO 
KART 
ONLY 
£88.99 



Sharkpao Pro 64 

RePUCA PAD WITH 
Autd-rre and Slow 

MOTION FEATURES AND 
MEMORY CARD SLOT. 
CCX>L SEE-THROUGH 

DESIGN. £21.99 


SHARKPAD PRO 64^ 

Identical to Shamcpad 
Pro 64 but with new 
"Stingray" shape for 

EASIBt analogue 
CONTROL. Extra Long 
CORD. 

£21.99 EACH OR 
£20.99 FOR 2 OR MORE 



Ninfcndo VIRTUAL BOY 
Original RRR £199.99 NOW dNLV £44.99 

VIRTUAl BOY games all last £15.99 cash. 
Choose from; Panic Bomber, Red Alarm, 
Galactic Pinball, Teleroboxer, Vertical 
Force, Tetris 3D & Wario Land 



OTHER ACCESSORIES 




INTERAa MAKO PAD 

Auto-Fire, Slow- 
MOT10N & extra 

LONG CORD PLUS CCXM. 
SEE-THROUGH DESIGN. 

£19.99 


ARCADE SHARK STICK 
Competition Joystick 
with Auto-Fire, 

Slow-motion & extra 
LONG CORD. Perfect 
FOR BEAT 'EM UPS! 

£33.99 

JoYPAD Extender Cable -1 .5m extension 
LEAD. Attaches to all controllers . .£7.99 
Paqc OF 2 Extender Cables .£12 99 


HINT BOOKS 


1080° Snowboarding Secrets .£10.99 
Bomberman 64 Unaut'd Secrets £10.99 
Diddy Kong Unauth'd Secrets .£10.99 
Goldeneye secrets, strats & sols£1 0.95 
Lylat Wars secrets, strats & sols£1 0.99 
Mario 64 secrets, strats & sols £1 0.99 
N64 Secrets, strategies & sols .£14.99 
Quake 64 Unauthorised Guide £11.99 
Shadows of the Empire Secrets .£10.99 

Turok Official Guide .£11.99 

Yoshi's Story Unofficial Guide £10.99 


0113234 0444^ 

SALfcS HOlLIk^fcS 

OPEN SEVEN DAYS 
A WEEK 


ry\ SALES LIMES OPEN: 

^ MON-FRI 9am - 8pm 
* SATURDAY 10am - 7pm 
SUNDAY 10am -4pm 

r~y\ MO QUIBBLE EXCMAMOE POLICY 

if you are unhappy with your 

PURCHASE FOR ANY REASON, 
SIMPLY RETURN THE ITEM IN 
PERFECT CONDITION WITHIN 48 
HOURS OF RECEIPT BY RECORDED 
DELIVERY AND SUBJECT TO A FEE 
n 0% OR MINIMUM £4), WE WILL 
SWAP IT FOR ANOTHER ITEM.fTHIS 
OFFER APPLIES ONLY TO ITEMS 
LISTED IN OUR MOST CURRENT 
ADVERTS. WE RESERVE THE RIGHT 
TO REFUSE EXCHANGE IF THE ITEM 
IS NOT RECEIVED BACK IN PERFECT 
CONDITION)*. 

ORDER BY CREDIT CARD^ CHEQUE, 
LX POSTAL ORDERS OR CA^H (PLEASE 
SEND CASH BY REGISTERED POST 
FOR YOUR OWN PROTECTION). 
SORRY, NO CASH ON DELIVERY. 

•YOUR STATUTORY RIGHTS ARE NOT AFFECTED 



256KB MEMORY 

Allows YOU to save high 

SCORES, GAME POSmON, 
REPLAYS, ETC.. SLOTS INTO 
CONTROL PAD FOR EASE OF USE. 

£7.99 



XPLORER CHEAT CART 

PACKTO WITH CHEATS FOR AIL N64 
GAMES. New cheats can be added 

WHENEVK NEW GAAAES ARE RELEASH3 
SIMPLY BY RINGING A PHONE 
NU/V^BER TO OBTAIN THE CODES. 

£24.99 


1MB MEMORY CARD 
Works in the same way 
AS THE 256kb memory 
CARD BUT 4 TIMES BIGGER. 

Choice of colours 

£9.99 



8MB MEMORY CARD 

32 TIMES BIGGER THAN THE 

256kb memory card! LED 

DISPLAY INDICATES CURRENT 
PAGE AND DATA STATUS 

£17.99 


Action Replay Pro 

CONTAINS LOADS OF 
BUILT-IN CHEATS FOR ALL 
N64 GAMES. You can 
ADD MORE CHEATS AS 
NEW GAMES ARE RELEASED 

£38.99 


LOGIC 3 JOLT 
PACK & 

MEMORY CARD 
AS ABOVE WITH: 

256KB MEMORY 

£10.99 

1 MB MEMORY 

£12.99 


Mission Impossible 


Uamebey 

Emulator 

Play Gameboy 
games on your 
N64 

^ £33.99 


LOGIC 3 
RUMBLE PACK 

Causes the pad 

TO VIBRATE 
WHILST PLAYING 
TO ADD EXTRA 
REALISM. Twin 
Speed Selector 

TO SAVE BATTERY 

LIFE. £8.99 


Gaines 


Gamephy has just started stoeking 
pre-owned games in addition to our 
new games and we intend to ensure 
that these are the best quality you 
can find anywhere. 

✓ All 2nd hand games are 
guaranteed for 3 months. 

✓ txtremeiy eompetitivs prices 
for buying snd sailing. 

This is how you can sell us a game: 

1 . Your game must be in nearly new 
condition. iVe cannot accept anything 
with torn or stained manuals or damaged 
boxes and you must clean the cartidge 
before sending it to us. Remember fnat 
all games are tested when we receive 
them, if your game doesn't work, we 
will not buy it and you will have to pay 

a £4.00 charge to get it back. 

2. You must ring us before sending 
your game in as prices for 2nd hand 
games can change quite regularly. You 
will be given an authorisation number 
which Will be valid for three days. 

3. You will receive a credit for the 
agreed amount which you may use 
against other games, either new or used. 

if you would like to buy a 2nd hand 
game, simply ring sales for the current 
price. If your choice is not in stock, you 
may book a copy and it will be sent as 
soon as one becomes available. 
Remember, we do not charge your card 
until your game is sent! 

ALL PRICES LISTED IN THIS 
ADVERT ARE FOR NEW GAMES 
ONLY - PLEASE RING IF YOU 
WOULD LIKE 2ND HAND PRICES. 


Gameplay 
"Adrenalin 
Rush" 
Mouse Mat 
£2.99 




SFX 64 UNIViRSAL 
GAME ADAPTOR 

I Allows imported gomes 
to be played on UK 
N64 consoles and UK 
N64 gomes to be 
played on imported 
consoles £14.99 


0 

0 


FAX OkDFRS ON 

0113 234 0770 

(24 HOUkS A DAY) 


ORDER WITH CONFIDENCE FROM 
ONE OF THE LARGEST SUPPLIERS IN THE 
COUNTRY! OVER 700,000 SOFTWARE 
ITEMS SUPPLIED SO fAR! 

rsr CLASS deuvehyfmee of 

CHARGE JO U.K. MAINLAND. WE 
PROVIDE THE FASTEST DELIVERY 
SERVICE AROUND: 1-3 WORKING 
DAYS MAX ON STOCK ITEMS. (PLEASE 
ALLOW 8 DAYS FOR CLEARANCE IF 
SENDING A CHEQUE). NEXT DAY 
DELIVERY FROM £4. ORDERS PLACED 
BEFORE 3PM ARE SENT THE SAME 
DAY (SUBJECT TO STOCK). 

I ODD'S OF TITLES AVAILABLE. 

WE ALSO STOCK GAMES & 
ACCESSORIES FOR PSX,. SATURN, 
PC CD ROM AND APPL^ AAAC. 

OTHER COMPANIES MAY TAKE 
YOUR MONEY IMMEDIATELY BUT 
WITH GAMEPLAY YOU WILL BE 
SAFE KNOWING THAT YOUR 
CREDIT CARD WILL MOT BE 
DEBITED UNTIL YOUR ORDER 
IS DESPATCHED! 


LOGIC 3 CONSOLE 
CARRY CASE 
Cushioned interior, 

PARTITIONS and 
POCKETS, durable 
LIGHTWEIGHT AND 
WATERPROOF. 

£15.99 


Composite Scart Cable - Improves 

PICTURE AND SOUND QUALITY WHEN 
CONNECTED TO A SCART INPUT ON 

YOUR TV.£8.99 

S-VHS Scart Cable - Even higher 
QUALITY than THE COMPOSITE SCART 
BUT REQUIRES SVHS COMPATIBLE TV 

OR Video. £8.99 

Replacement RF Lead . .£13.99 

Dust Cover.£7.99 

N64 Deluxe Carry Case£1 9.99 
N64 Cleaning Kit .£9.99 




SHOCKWAVE 
UNIQUE 
SENSOR ADDS 
RUBLE FEATURE 
TO ALL GAMES 
£22.99 


mem Rechargeable mains 
powered Rumble pack £16,99 

FIRE VRF1 WHEEL 

True analogue wheel complete with 
FOOT pedals and PROGRAMMABLE 
BunoNS. Suitable for use with 
Mario Kart, Diddy Kong, Top 
Gear Rally, MRC, etc. 

£41.99 



PLEASE RING TO CONFIRM AVAILABILITY BEFORE ORDERING AS SOME SPECIAL OFFERS ARE LIMITED STOCK & 
SOME GAMir^AY NOT HAVlJEEN RELEASED AT TIME OF PUBLICATION 



PLAYSTATfOl* 

Actua Soccer 2.£25.99 

Alundra.£34.99 

Broken Sword 2.£29.99 

Command & Conquer Red Alert £34.99 

Cool Boarders 2.£29.99 

Crash Bandicoot 2.£34.99 

Everybody's Golf.£29.99 

Final Fantasy 7.£36.99 

Formula 1 '97.£38.99 

GEX 3D.£32.99 

Gran Turismo.£37.99 

Grand Theft Auto.£29.99 

Micro Machines 3.£17.99 

Oddworld: Abe's Odyssee.£24.99 

Premier Manager '98.£32.99 

Resident Evil 2.£39.99 

TOCA Touring Cars.£32.99 

Tomb Raider 2.£32.99 

V Rally.£24.99 

We are also Britain'^s largest mail 

ORDER SUPPLIER OF PLAYSTATION 

GAMfs. Please call for more prices! 



9><Cut out this order form and post to; 

gE^PLAY, entertainment HOUSE, 
CROSS OiANCBiOR STREET, LEEDS, LS6 2TG 


Item description 


Price 


Name:. 

Address:. 


Postcode:. 

.Signature:. 

Tel:. 

.Fax;. 



£ 


£ 


£ 


£ 


£ 

Optional express cheque clearance*. If you are 

PAYING BY CHEQUE BUT DO NOT WANT TO WAIT FOR IT TO 
CLEAR PLEASE ADD £2.00 HERE FOR EXPRESS CLEARANCE 

£ 

Postoge is PUI (or all games shipped within the U.K. DO D 

Ootional NEXT DAY DEUVERY ovoilable: E4.00 for 1 st ' “ ' 

item plus £1.00 for each subsequent Hem. T/\TAI 
Qversgps postoge - £2.50 per software item. 1 w 1 ML 

£ 

£ 




Cheques payable to 'Gameplay'. 

Prices may be subject to fluctuation. E & OE. 


Cash □ Cheque □ Postal Order □ Card □ 

Card No. □□□□□□□□□□□□□□□□□□ Expiry Date Issue No. □□ 

•—I u—< cwiTr-w r»Kitv 11—I 

Please note - express clearance not available on Building Society cheques or bonk drafts. 
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Sent to press 28/6/98 

































































































































































GUIDE 


ISSUE EIGHTEEN 


R S A K E N 


Beliolcl...ihe conciusion to the world of crazed mercenaries, bionic 
robots, space battles, psycho mania and destructive anarchy (and no 
it *s ftot Castemlers). Here’s the second part of the guide for Forsaken 



Objective: 

"Dreadnought'*fifl*i thff^abalds repair /ard. '^Our rr iss-o'' is 
to team-rn and take advantage of Dreaanought's ^e'^porav 
dtsaPi;'^. escape from this mission you mus^ find and 
*ne -^orrj rg Beacon, Once activated, you y/ili 
*0 fo' a one minute period before beaming ou^." 


note: 

',>ue to the advanced game engine 
-ssd :n forsaken, the enemy craft do 
net a- //ays attack m the same place. 
~~a ca'* rray also attack on different 
occas’C''s, due to me a''^ount of time 
*a/e ‘a-^en m cor^p'em a certain 
sec‘-on, and "a/ at^ac^ m greater 
'>"'pers ■' 'ailed *o cd'^pletely 
//ice the" ou‘ m a previo^iS 'oom cr 
stage. Tf's //■'’' be ap'e to 

guide yc . ‘-'cugn geograo-.y o' 
the 'e/e's a'd give you ^/a'^'"; of 
t-e so’'*s of e’^emies /ou can eveec- 


c e'^cc^>*nter ana //he'e 
0 meet them. 




Z BUTTON - Fire primary 
A BUTTON — Fire secondary 
HOID A+B - Fire secondary 
D-BAD DOWN - Cycle primary 
D-BAD RICHT - Cycle secondary 
START BUTTON - Pause 


R BUTTON - Fire rockets 


Key Notes; 

• To recvde *he O'eadrought's rea'tb bar (you can'’.ot i/i11 
him outright] use the Transpulse gun. The Transp-ulse gur 
fires laser bcUs //hich can ricochet d'f //alls, ceiling and 
floors and heme in on anything ''moving or alien, '’^ere'ore 
fly behind or beside the Drea’^nought and SKophy fire year 
guns at the wall. The laser bolts will bour»c#off m>e //all 
and hit the Dreadnought as long as hat is in sight. Do no^ 
get in front of the Dreadnough*, as it'=*>/tll constantly fire 
missiles at you. 


Cameptay: 

.00^ Dean--- - yo(i //tt%lS"t'"ediamiy be fired upon by the 
cannons 'n front of you. Escape the fire by taking the first 
'e'* ''om your bear^,-in corridor into a tunnel, collect the 
ivne'g’sers and ' ■ y *o *’‘:e far edge of the tunnel. Do not leave 
m^e p'omc^we cover of the tunnel, as you v/ill be she* at 
by n-.o'e cannons. Take out three ca.anons from the tunnel 



co/er. As lo'g as you 'er<'e‘' ‘uo'ed agams^ the left wall, 
the cannons canno‘ read” yo.> ou* you can reach 

*"em. O'^ce you have s'ot three ot rhe cannons, go back the 
//ay that you came, a'o^g *'e tunnel. Cmss the corridor to 
‘"e opposite ‘unnel, collec* “'.e erergisers a'-d t'y o ..* of the 
'a*' end of the tunnel. 

You //ill no// have arrived in the D'eadnought repair yard. 
Ir^"-ed'ately fty to the right of the repair frame and behind 
the ’ast remaining cannon. Once you have destroyed this 
las^ cannon, the Dreadnought v/t]i be released f^'orn its repair 
support. Fly around the repair yard clockv/ise, collecting 
*"e four energisers then enter the corridor the Dreadnought 
disappeared do/zn, looking out for the tank ^ara. Follov/ the 
Dreedntou.gjht around the circular corridor, shooting at it 
c:jnsxa.r\' y as you're in pursuit. 

e'lergy has been reduced considerably the v/ords 
*Hommg Seaco^ Activated' will appear across the screen. 
AtJ|ii£ point lea/e ‘h» Dreadnought and ^ind the Homing 
Beacon, which 'll/;]] b«t.a dmaTi mdf pod found dov/n one of the 
^ corridors branching gf' fromi the miain circular corridor. 
Fly into the Homing Beacon and ^t //ill instantly disappear. 
After this you v/iTfh« attacked by three craft - as before, put 
your baev against the //all and open fire on them. You have 
to survive for one mnnute. Don’t re-enter the circular corridor 
once the beacon has been activated. NEXT LEVEL *> 
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(MIfflOM 9t TUBE ) 

tunnel and turn right. You will find a Powerpod. Head 
back to the large room and fly downwards and through 
the tunnel at the bottom right of the room. Fly straight 
through, into the first main track corridor and along 
it. You will fly over two tanks and past many craft - 
ignore them all. As soon as you get to the end of the 
track corridor, turn left into a tunnel and go forwards, 
where you will meet a cannon and two tanks. DO NOT 
collect the weapon energy. Follow the tunnel to the 
right, go forward and at end of the tunnel turn left 
into a small passageway. Follow the passageway around 
to the right, avoiding the enemy craft, then turn right 
again into the second main track corridor, where you 
will meet another tank. 

Now fly to the end of the corridor, this time killing 
all the craft encountered: another tank, four beam 
laser craft and a ceiling cannon. Once you’ve reached 
the end of the corridor, fly upwards through the 
tunnel in the ceiling. Fly to the end of the ceiling 

(MIfflOM 10? DEATH TO THE IMVADBR ) 

Objective: 

"The MDF have discovered the wtie^reabouts of your home 
base and have selected the corhputer matrix as their 
primary objective. Your goal fsto fend off their attack 
until they tire of the battle,”’ 

Key Notes: 

• This is one of the hardest missions of the game. The 
more lives you can reac^ this level with the better. 

• Be very rigorous in saving both your fire power and 
your energy level. You will need as much as you can 
spare for the final combat with Nutter at the end of 
the mission. 

• Make sure you destroy all other enemy craft before 
engaging m combat with Nutter, as whilst you’re in 
combat with him, the other craft will be eliminating 
your Matrix computers. Nutter doesn’t fire at the Matrix. 

•This is a difficult level. Be patient with it. 

Ifaimepiay: 

*fou’ll beam-ln to one of the four Matrix rooms. Fly 
immediately downwa|fl[5 from your beam*in point, 
fly to the left of the'ro^Wand jQgy^t.the'Pflwerpod. 

Continue around the outer circTiifar corridor until you 
find the second Matrix computer roorh - destroy the 
probe attacking the Matrix. Now return to the first 
Matrix room'a^ffvja the green corridor to the 
left of the room. DesflUP^e two tanks and the four 
cannons in the green corfT3(St, then return to the 


Matrix room and fly through the hole in the ceiling 
above the Matrix to collect the Pine mines. Fly back 
down into the Matrix room and back to the green 
corridor where the tanks emerged from. Leave a Pine 
mine here - this will destroy the next three tanks that 
will eventually come along. 

Fly back into the Matrix room and fly anti-clockwise 
around the circular corridor. Pass through all four 
Matrix rooms, killing all the enemy craft that attack 
the Matrix. You will see a tally at the top left of the 
screen showing how many enemy remain - try to 
lower this number as much as possible. Keep on 
checking your Pine still remains in the same place 
at the green corridor entrance and if it has gone, 
replace it quickly. All in all, nine torpedo firing 
tanks will arrive and hopefully your Pines should 
deal with most of them. Carry on flying around the 
four Matrix rooms, occasionally side tracking into 
the two main tunnels branching off, to collect an 
Orbital Pulsar, energy pack, weapon energiser and 
two Powerpods. 

When the 'enemy remaining’ tally is approaching 
nine, fly out into the green corridor where the tanks 
emerged from. Collect an Orbital Pulsar and continue 
to'fly onwards, up the corridor and up the ramp. You 
will now enter a large yellow room - follow the maze 
of vents and collect the Single Beam laser. Once you’ve 
got it, fly back to the Matrix rooms. Now when your 
enemy tally nears four, Nutter will appear. This is 


Objective: 

"Reports indicate that a prototype Spawn Carrier Unit 
(SCU) is hidden within the confines of the abandoned 
New York subway system. Your objective is to seek out 
and destroy the SCU.” 

Key notes: 

• Ignore the small tally of 50 craft in the top left of 
your screen. You do NOT have to kill 50 enemy to get 
through the level. It is only there to fox you. 

• Fly past ALL the enemy craft you meet until you get 
to the second main track corridor. 

• You will only find one life energiser and this is right 
at the beginning, so try not to-get into any hasty, 
unnecessary gun fights. 

Gameplay: 

You begin in a large room, submerged in green water. 
Immediately reverse backwards Into a small square 


tunnel, then turn right into a corridor and follow it 
around to the left, picking up the weapon energiser. 
Fly back the way you came, around the corridor and 
back up though the ceiling tunnel. Turn right from 
the ceiling tunnel and fly back along the second track 
corridor until you pass a small square tunnel leading 
from the corridor on your left, where an enemy craft 
is lurking. 

Enter this tunnel and follow it around to the right 
then take the first left. Follow it around into a large 
room with two tanks in it. Stay within the safe cover 
of the tunnel and shoot at the tanks in the large room. 
Eventually you will be attacked by a number of small 
craft. Destroy as many as you can but try and ignore 
the small, insignificant craft and shoot at the SCU. This 
will appear to be about the same size as the smaller 
craft but will have a slightly more square front to it. 
Shoot at the SCU constantly until it is totally destroyed - 
once it explodes, the mission is over. NEXT LEVEL ry 


another Mercenary - destroy him to clear the level, 
following the instructions below. NEXT LEVEL r> 


HOW TO DEFEAT NUTTER 

As this is the first Mercenary you will have 
encountered, you WILL struggle to defeat him. 
When his name appears at the bottom left of 
your screen, make sure you have collected every 
energiser and weapon there is to collect around 
the main Matrix corridor, or he will fly around 
and collect them for himself. 

When Nutter is in range, first fire all three 
Solaris missiles at him - this will knock his 
energy down to about half way. Do not chase 
him, do not let him get behind you and do not 
get into a one-on-one combat with him if you 
are unsheltered. By now your weapon energy 
will be low, so make sure when you do shoot 
that the majority of your laser bolts hit him. Once 
you have hit him with the Solaris missiles, get 
him to follow you into the dark, yellow lit 
corridor, where the probe craft emerged from. 
Fly down the corridor and out into the large 
room. Now, as soon as you exit the corridor, turn 
and face Nutter. Trap him against one of the two 
small alcoves at the end of the corridor and fire 
continuously at him with the Single Beam laser. 
Once he’s dead, that’s mission ten complete. ■ 
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CMIfflOM 1i: NUKB ) 

Objective: 

Once you have completed level ten, it’s time to go back to level one: Nuke. This 
time you have to destroy all the craft and complete the level in two minutes 30 
seconds. Once you have done this, new missions will emerge. NEXT LEVEL 

(MiffION nt CATCH THE OEB ) 

Objectives 

”Your mission is to capture the Golden Orb of Matter. This object is of great 
religious significance to the MOf. Its capture will send shock waves all the way to 
your nemesis, Sabalas. Once the Orb has been recovered, return to the beam-in 
point. Warning! Reports indicate four bounty hunters have been detected within 
the immediate vicinity/' 

Key Motes: 

• When you ffre at the Metatank, just before it exfujodes get well back, as the 
immediate blast will knock down your life energy. 

• Kill both of the mercenaries with the Trojax gun. 

Cameptay: 

After beam-in fly forwards into a large room, then turn left and collect the Powerpod 
behind the wall. You will now face the Metatank. Simply fly underneath it and 
open fire continuously upon it. The Metatank cannot harm you if you are directly 
underneath it. Once you have destroyed it, fly into the square.hole in the left-hand 
side of the room and collect the life energiser, Orbital Pulsar and another Powerpod. 
Collect the Mug missiles from the far right-hand side of the large room too, then 
exit through the large metal door. 

You will now enter another large room, where you will see the mercenary 
Cerberq steal the Golden Orb and fly off with it - and you can’t do anything about 
it! Enter the two small rooms next to the room - where there are eight enemies, 
all in all - and collect the energisers. Now fly through the metal door on the far 
right-hand side of the room. 

In these next rooms you will be faced by another mercenary, named Sceptre. 
Take the immediate left, then the immediate left again, into a red corridor. Fly 



forwards, then right and along into a large white room. Collect all the weapons 
in here, then fly back into the red corridor and fly to the end, into the purple 
room. Collect more weapons here, then fly back down the red corridor and into 
the white room again. Put your back against one of the room corners and await 
Sceptre... Every time you see him open fire. Make good use of your Solaris missiles. 
Once he’s finally dead leave the white room, fly down the red corridor and take 
the first right. 

Open the metal door that you come to, then fly down the corridor, around to 
the left and into a large room, with two tanks, and a wall cannon inside. Head 
to the large closed door at the far right of the room, open it but do not enter the 
room. Instead, fire at the three tanks inside, then once they’re destroyed you 
can safely enter the room. Turn right, exiting the room via the small corridor. 
Fly upwards through both the blue electric fields and activate the purple door 
switch. Fly back down and collect the life energiser, dealing with the four craft 
you encounter. Now head back the way you came and back into the room where 
the wall cannon and two tanks were. Open the low metal door in the middle of 
the ropm. Enter another room, collect the energisers and go down the ramp. Enter 
a similar large room with two tanks and cannons inside, activate the door switch 
on the wall and collect the pod in the centre of the room - this will automatically 
Open two doors. Enter both small rooms - there are two aerial tanks and one 
craft in each room - collect the energisers, then enter the metal door next to 
the wall activator.. 

On entering the doer you will be in the lair of Cerberq and HK5, who are both 
mercenaries. Fly to the bottom of thil larga shaft and take a right. Fly around the 
circular corridor, collecting the energisers an# kill both the mercenaries. Upon 
killing Cerberq you will be able to collect the Golden Orb - now get back to the 
beam-in point, ignoring all craft along the way. NEXT LEVEL 
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Objective: 

**The Wai robot M.iltiroid'i. lair 1« prnl^r^trd by a fear^iOinn pbabinx o1 rnoch-uioid 
warriors. To escape f>oiii tius inission you must fmd and activate ttie tiomiTiq 
beacon. Once activ.ited, ywu must“s^rvt^* for a one rTuuut«;^r)r:i iod ” 

Oameptay: 

Shoot the three cannons from wtierc you be( 7 in in the rock room Once they are 
destroyed, fly backwards and up through the tunnel and collect the Poworpod 
Go forwards and enter the rock room again, take the left exit and (jo throuqh the 
door into the yellow room, where there are two Ceiling cannons and two tanks 
to deal with. Again, take the first left out of the room and follow the short tunnel, 
looking out for the ceiling cannon. Collect all the energisers hero, then go back 


Take the left exit from the room m ttie toji of the wall, where ttiere are three 
craft Fly down the tunnel, open ttie door <it the end and fly into tfic arena room 
lake the left exit from the arena room and tread down a smalt corridor, again 
looking out for the ceiling cannon At tfie end of the corridor is a small room, wtiere 
you ran collect some Fnergisers, includuKj a Golden Poweriiod 

Now fly back into the arena room and attack the walking robot, Maldroid 
Shoot at him continuously until his energy is low. .it which point the words 
"Beacon Activated” will appear on the screem turn around and head back to the 
srn.ill morn where you got the Gohlen Powerpod on your way you will see ttie 
red horning Ireacon fly into it and then, as guickly as possilile, fly back into ttie 
small room Now put your back against ttie wall and shoot eyerythirKj If you do 
not move you should only have to deal with three craft Once your minute is up, 



Objective: 



"'Ship' is the space bound MDF troop transport. Your objective is to destroy all of the 
enemies lurking within”. 


Gameptay: 

The level begins with 43 craft for you to destroy! You are immediately attacked by three 
craft. Collect the Energisers in the room and fly up the shaft in the centre of the room. 
Enter a large brown room. Fly around killing all the enemies - one tank and three craft, 
then exit through another shaft going up through the ceiling. Destroy the ceiling cannon 
then enter the red corridor and blow the craft you encounter away, flying down the 

blue shaft to destroy three aerial tanks. 

At the bottom of the shaft there are a tank and three craft to destroy, before you fly 

into the large circular room .. floor cannons and five craft, then fly to the 

far end of the room and exit via the grey shaft, going upwards. Now enter the grey room 
and destfoy the cannon, two tanks and five other craft. Fly along the grey corridor into a 
large room, blowing away two more cannons and a couple of tanks along the way. This is 
the finalJ;1*Pom - you must kill all of the craft in the room. If any craft still remain on the 
tally, yoii have to fly back the way you came, looking for them. Once the last craft is 
destroyed it is mission over. NEXT LEVEL 
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Objectrive: , into the purple tunnel, through the door, then open the locked door in the floor 

"This structure is the focal-point qT the MDF’s communication network. You must - three craft will appear. Now activate the clock, fly back into the grey tunnel, 

locate and destroy the Com-Navi router. The successful completion of this mission through the door and through a new opening in the ceiling, 

is a vital step in reaching your ultimate goal: Babalas.” Enter the green corridor, turn to the left and fly to the end of the corridor, 

. where there’s a tank to deal with. Open the right door, beating the four aerial 

Notes: tanks, activate the door switch and then open the door next to you, where you 

• Every time you fly into or fire^ait a clock a timer begins and you will be given a must face two more craft before you can collect the life energiser. Now fly back 

certain amount of time to get tg a certain door. When a timer begins, ignore all into the corridor and take the first right. Activate the clock, then fly back to the 

craft that you encounter on the''fay, as they will slow you down and you will miss second door, where you collected the life energiser. Open the door and enter the 

the opening of a door. opened door in the ceiling. Enter a tunnel, fly to the end, then enter a small square 

• If you get to a certain door and the time has run out, simply fly back to the clock, tunnel, leading to the flashing reactor room. 

hit it again and the timer will restart. In the reactor room, fly down to the floor then look up, where you will see a 

vent opening. Fly through the vent, entering a large room with a red ceiling, then 
Gameplay: fly past the tanks and exit at the opposite side of the room. Beware - if you touch 

You begin in an underwater room - enter the door to your right and collect the the ceiling it will take some of your life energy. Turn right and enter the locked 

Powerpod, then exit via the square tunnel in the bottom right of the room. Go door, avoiding the two cannons, then go through the small room and on through 

through the tunnel and enter another large room - complete with eight enemy the locked door at the opposite end of the room. Enter the computer room - ignore 

craft - and exit via the tunnel at the far left of the room. Go through the tunnel, the two tanks, instead take an immediate right and fly down the ramp. Hit the 

up the ramp and fly to the surface of water, then exit through the brown tunnel clock here, then fly back to the room where your last starting point was and fly 

in the ceiling. Go through the metal door and fire at the clock on the wall. The through the now open door in the ceiling. 

timer will now begin: get back to the original beam-in room and exit through As soon as you enter the door you will be in a vent - turn left and enter the 

the large door now opened in the ceiling. Fly upwards and enter the room, where small square tunnel at the bottom of the vent wall. Collect the extra life here. 


you will encounter two tanks and three cannons. 

N?>^^ fly up in the grey tunnel in the ceiling and activate the door lock. Then 


then fly back to the vent and up through it. You will now enter the room with the 
Com-Navi Router. Activate the three purple switches, one at a time, surrounding 



fl^ back into the room and fly up the purple tunnel in the ceiling, dealing with 
fhe two craft you meet. Go through the metal door, looking out for the two cannons 
and activate the purple door switch on the wall. Quickly fly back to the grey 
■tunnel and go through the metal door and activate another door switch. Fly back 


it and three doors will open. Kill all the craft that come at you and the protective 
arms of the Com-Navi Router will fold down. You must then get to the entrance of 
the Com-Navi room and fire at the single red light that is seen at the top of the 
Com-Navi. You have now completed the mission. NEXT LEVEL 


SSUE EIGHTEEN TOTAL 64 








FORSAKEN 


ISSUE EIGHTEEN 





Olfjocdve: Follow the track into the brown room, destroying the tank and three cannons 

"Your mission is to guide and protect the carrier dl^ne OT\jts journey through the in here, then activate the switch. Go into the ne^t green room, which has two 

bunker complex. The drone is carrying a primiliive device, rescued from the Bradbury cannons, then fly into the following split level room and take the green tunnel in 

museum. This device will ultimately play a vital part in the downfall of Babalas.” the wall immediately to your left as you enter the room. This is the maze area. 

Take the following route: first right, first left, second right, first left, second right. 
Key NoCes: first left, first right and then right again. 

If you still have the extra life from the previous level, it will stand you in good stead Once though the maze, activate the wall switch, then get back to the large split 

for completing this level. level room. Fly up to the next landing and enter the square tunnel in the right 

• With your first life, ignore the drone and the switches and fly to the very end of . wall. Fly into the room, meeting one craft along the way, then fly immediately 
killing all the enemy craft, tanks and cannons along the way. Do this right 

to the final red room where the drone has to go. thi^ fly back through the tunnel into the split level room. Fly up the split levels and 

• Once the path has been cleared, go back aTjj[ activate the drona and the track follow the track into the multi-platform room, where there are two tanks and two 

switches. Even though you have killed all the enemies you saw, more craft will cannons to beat. Activate the three switches underneath each split level platform, 

occasionally appear along the way, trying to destroy you and the drone, so bewar^i- then go into the next room. 

Follow the track, through the grey room then into another brown room, wheie 
Gameplay: there are anoth,ef two cannons. Go into the following yellow room, which contains 

Follow the beam-in room to the right, where you'll meet your first craft of this two tanks and two cannons, then follow tl>e track into the lift room - there are a 

level and collect the Powerpod. Ignore the drone and fly down tH^f-i^y corridor tank, two craft and four cannons to contend \#th here. Now activate the switch 

to the right, simply following the track. Just before you leave the grey corridor, next to the fourth landing down and the lift will move downwaids (once the 

activate the switch on the wall so that it is pointing to eleven o’clock and not drone is on it). You can now fly all the way back to the drone, activating the 

one o’clock. Follow the track Yoom, dealing with the two cannons, switch in the beam-in room and then basically following the drone all the way 

then continue onwards into the next room, where you’ll meet one tank and one into the final red room, killing any craft along the way who fancy their chances, 

craft. Dqjnot activate the switch in this room! Mission completed HEXT LEVEL r> 


downward to activate the switch in the small hole in the floor. Once you’ve dom 


the level. 
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ObjecCLve: three tanks to beat. Once you’ve 

"This area bears the location of +he Pcv/er Crystal. Its function is that of power destroyed the enemy in here, go 

provider for the erdire Babalas complex. Your mission here is to locate the exact to the far end of the room, head 

whereabouts of the Power Crystal. This information v/ill prove very important down the ramp and open the door, 
later in your quest. Escape from the mission by finding and activating the homing where there are four more cannons, 

beacon. Once this beacon is activated you will have a one minute delay before Don’t enter the room - shoot the 

escape is possible.” two cannons opposite you from 

behind the cover of the door j 

Key Notes: 

• There are no life energisers t© collect in this level 
best as possible. 

• There are also only two v/eapon energisers, so again, conserve fire power as 


(using the Beam Laser to — 

destroy the cannons), then fly back into the large room. Go up the ramp into the 
second room and down the opposite ramp into the opposite large room, where 
there are two cannons and four more tanks. Again, once these are destroyed go to 
the far end of the room, head down another ramp and open the door, then destroy 
the two remaining cannons. 

Once this is done, go back to the second room. You will now be able to open 
the locked door. Do this and you will then enter the Power Crystal room, which is 
protected by seven cannons. Once you have destroyed the cannons, collect the 
energisers and activate the homing beacon. Your one minute survival time will 
now start. When this is done, immiediately fly back to the beam-in room, put your 
back against the wall and open fire on the approaching enemies. Once the minute 
is up, you have succeeded' NEXT LEVEL 


so preserve your energy as 


You are beamed into a smiall square room - collect the Orbital Pulsar and fly up 
the ramp, which is guarded by four cannons. Enter the second room: the door at 
the far end is locked. Imimedia^ely fly behind the far left cannon and collect the 
Powerpod. From there, pick off the cannons and destroy them all. 

There are two ramips running oiov/n both sides of the room. You ca nJIy down either 
one, as both roomis are identical; pnter the large room which has two cannons and 


Objective: 

"Your ultimate goal and a glimpse of the battle that must finally be fought. Hidden 
within the monster’s lair is a homing beacon. Activate this and freedom is only a 
minute av/ay.” 


Key Notes: 

• In this mission you v/ill have to be very patient - take your time and you should be fine. 


You begin in a' dark me^jic den. Fly up the ramp and into the room which has four 
pillars to collect the ene^sers.jj^w.fly fhTough the hole in the floor into Ramqan’s 
lair. Avoid Ramqan and fly into tn^ blue lit room, which is guarded by two cannons. 

Collect all the energisers and fly to the wall between the lair and the blue room you 

are in. Ev^ry so often strafe upwards, fire at Ramqan, then duck back down again as he returns the fire. If you stay behind the wall barrier, Ramqan’s Scatter missiles 
and torpedoes'c’fnnot hit you. Continuously shoot at Ramqan until all his energy has virtually been eliminated - this will activate the homing beacon. Now you can 
fly into the red homing beacon, which will appear at the bottom left of the room. Once it has been activated, fly back to the wall barrier for one minute and just 
keep your head dov/n. 
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(MUflOM %Ol MUKB ) 

Objective: 

''oa " 0 // *0 g'o J 0 dc*< tne Huke level and kill all ^he enemies in less than one minute 40 seconds. NEXT LEVEL 



(MiffION lit PEFENP THE POWER J 


Objective: 

•‘TK» ivi{)F have targeted your base for attack! You must protect the four reactor' 
co'es fueling /our base, as they rise in sequence.” 

Key Notes: 

• On the f'.'z* 'eac^or core you do not have to fend off the enemy craft from attacking 
a: •*: D^otec*'7e snieMs //" close before the^eoemy have used enough fire power 
*0 destmy -o//ever, tn's's not the case for the other three. 

• C.n the ^ 0 '■eactor core mat you are protecting, leave a Pine mine at each of 
the mree m-ne' er trances that ‘ne enemy craft attack from. Unless you employ this 
tactic, the'e f/:" ce too r^any craft for you to defend the reactor from. 


Gameplay: 

You a-'e cearr^ed 'mrred 
me room behind yc- an 
then fly through the ‘^r 
the mririel to the eno ar 
Exit th'siU^ the tupr-e’ c 
square with la^g 

enter th^ifmaTI square *. 
collect an extra 'ife, t‘^er 
going dcv/n through ‘“e 


ately in+o the first reactor room. Turn around and fly into 
1 collect the Po//erpod. Fly back into the reactor room and 


■'el entrance af the tar right-hand side of the room. Follow 
d enter a split level room, which contains a solitary tank. 
:ehind the platform where the tank was and enter another 
e green tunnel going down in the floor. Ignore the hole and 
jnnel at the far right end of the room. Fly through here to 
^y back into the previous room and enter the green tunnel 
floor to enter the second reactor room. 


Once the reactor core’s protective metal barrier comes down, protect it from 
all the enemies who shoot at it. When the second reactor has been saved, fly 
through the end door where the aerial tanks came from, where another tank 
is lurking. Unlock the metal door and fly through it and you will then enter a 
multicoloured corridor. Fly to the end of it, where you will enter the room with 
the third reactor core. Again, attack all the enemies that shoot at it. In each 
comer of the room is a corridor - two of the corridors are a light pinkish colour, 
■do not enter these. 

When the area tias been secured, enter the darker coloured tunnel which 
has the openinjj aihd %1'd^frEg metal doors - you will see these doors as you turn 
the first corner-of the corridor. At,|he end of “the corridor you will come to the 
fourth reactor r66m - destroy all th^e craTt until the reactor is safe, then it’s 
mission complete. NEXT LEVEL ■::> 
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MISSION 22: RiFINERy 


Objective: 

"Hidden witrnn tEie refineiy corT'ijpleK are the lcj';( reserves of the MDK, their elite 
corps. Your mission is to clean-4e the refinery of dll traces of the rnechanoids.” 

Caitiepiay: 

You start with a tally oT SO enerni«|'j to destroy. You are hearned into a circulor room 
fly backwards from here into .i t.j|f thin tunnel, .containina a single craft, follov/ing 

. I 

it to ttie end to collect .1 Howerpo<^ lly back itt^o the bearrnn room and e^it by 
the tunnel on tfie op(josite side of fl)e room, folloy/ing if along to collect the various 
energjsers, tfien enter the green r(>Qrn Collect the jife energiser here and deal v/itfi 
the croft How go through inttj the r|;d ro(jrn and take the right turmel, v/here another 


craft IS lurking. Turn left from the tunnel into the electric beam room, shoot the four 
craft, then fly dov/n the room thorough the square hole at the bottom 

Collect the f/lug missile dov/n here, then continue to fly down into the lava 
tunnel v/hich contains two more craft. Take the first left from the lava tunnel and 
collect the energisers. Head through the small square tunnel at the far end of 
the lava room, then go up the vent, up the stairs, then take a left into the green 
corridor Folio// the corridor into a small metal gangway to collect the energisers 
and head back into a blue room, v/hich has tv/o craft and two tanks to destroy How 
v/ipe out the last of the craft and it's mission finished. 

If some craft still remain, fly back through all the rooms, tunnels and corridors 
back to the beam-in room, searching for any craft you missed NEXT LEVEL ^ 


MIfflON Ei: SEWER 


Objective: 

"llie Parisian sev/ei systtrrn ij teeming v/ith mechanised hordes. Your mission is 

t(i toke out as many as you ^^^n in a four rrunute period " 
f 

Gameplay: 

Ihis rmssion jjears an uggsanny resemblance to the first mission, Huke. The only 
objective liere is to fly ^tound and kill as rnariy enerrry craft as you can in four 
minutes - it r.ouldn't be* sim|jleil 

CONCRATMLATIONfl 

You have v/on thfe battle against tfie enemy, made yourself rich and caused 
death, mayhgyn and destruction on tfie planet Farth Hov/ then, where's the 
ne/.t planet? (And v/hat's for tca'-'J T64 




LEVEL HEADED CHEAT 

Now you’ve done all the hard work, suffered for hours and driven yourself 
to the brink of insanity, here’s a cheat! With this cheat you can gain any 
level you want and have a maximum of five lives. Here’s how it’s done.- 

• Get to the introductory screen where it says 'Press Start’. 

• Enter the sequence - A, R, Z, D-pad Up, D-pad Up, Up-C, Down-C, Down-C. 
Once you’ve entered this the words 'Mission open’ will appear with the 
word 'yes’ beneath it. If it doesn’t say yes, use the D-pad to change it. 

• Once you’ve done this press Start, then choose the single player option. 

• You will now be given the option of going to any level you want. Use the 
D-pad to choose your level. 


Was it all worth it?... Of course it was! 
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BIG HCAD BANJO 


too BCD FCATHCRS 


Do the first puzzle to get this code. 


TALL SKINNY BANJO 


Complete puzzles one to four. 


GIANT BANJO-KAZOOIC 


Complete challenges one to six. 


BOTTLCS ' PICTURC PUZZLC CHCATS 


In Mad Monster Mansion, have Mumbo turn you into a pumpkin. Leave and go up 
the path where Brentilda is, near the volcano. Go into the small hole and follow 
the path and you’ll meet a spell book man. After you’ve spoken to the spell book 
man, go back and enter REDFEATHERS on the sandcastle floor in Treasure Trove 
Cove. Your red feather limit will go from 50 to 100. 


To activate these you need to first have the Jiggy from the sandcastle in Treasure 
Trove Cove. Go to Banjo’s house and look at the picture of Bottles using the Up-C 
button - you may have to reposition yourself a few times. Bottles will give you 
some puzzles to complete, and you will get prizes if you are successful. Bottles 
will give you codes which you must, again, enter on the sandcastle floor. Their 
effects can be reversed by spelling out NOBONUS. The prizes are as follows: 


BIG HANDS AND FCCT AND TALL SKINNY BANJO 


Beat challenges one to five. 


BIG HCAD AND WINGS KAZOOIC 


Complete puzzles one to three. 


WASHING MACHINC BANJO 


When you’ve beaten puzzles one to six. Banjo will tell you that there are no more, 
but he is lying, aha! Go back and beat the puzzle to be rewarded with a code 
that will turn Banjo into a washing machine! 



Change into the croc in BubbleGloop Swamp. Leave the level, turn left, and go to 
the pipe which leads to the snow world map. Go through the pipe at the top and 
you’ll meet a bloke with a spell book. He gives you the code BLUEEGGS, which you 
must enter on the sandcastle floor. You must speak to him to get the code. 
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THE CHEAT ZONE 


CHEATS 



Oooh, oooh, aah, aaah aah! Trae to their words (as ever) 
those ioveiy boys at Totai 64 - oooh, ahh, need to scratch 
my chin > have provided me with a whoie new batch of 

fresh bananas. No more siushy 
biack bananas for me any more. 
I couid get used to this, and so 
couid you, as Cheaty Monkey 
wiii keep bringing you brand 
new cheats every month! 



MOMAL 


KOMBAT 4 


Access the options menu, select Continue Options, 
and hold block and Tun for 15 seconds. 


AUTOMATI4 


LITICS 


ALTCRMATC COSTUMCS AND WCAPONS 


Hold Start and hit any button on the character select screen. 


Enable automatic fatalities in the Cheat Menu. Hold down 
and press high punch from anywhere on the screen to do a 
fatality. You must be close for pit fatalities. 


CSE. 


•'1 


Complete the game as Shinnock. Select the hidden character on the select screen 
on versus and hold block. Move up three, over one to Shinnock, then press run, 
whilst still holding block. 


Go to group mode, play every character and win. After 
this anyone you select will be Meat, a skeleton version of 
your selected character. 


PLAY AS NOOB SAIBOT 



Complete the game as Reiko. Select the hidden button 
on the character select screen, press block and move 
up two and over one, to Reiko, then press run. 



Cifictc.1 /CCuiwi 



-leti iV 


• ••• w .£15 

• • • • i • • ••••••••.. . • .. .POA 

•••*«.••••••••••• • • • •••••• .£129 




. . ....... . 1. 

* t . 

PSX Ctilfottr Jotfpocf ••••.••••••••••••••• • • 

PSX OpHcat LettA ••••••«•••••••••••••••< 

PSX ScorpSan Gutm •••••••••••••••••••••« 

PSX Colour Jotjfpad ... 


^^1 

LafcAf gauucA aud acccAAoricA 


Jr 

for PlauSfaHou aud NSufeudo 

li^KTl 
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PORfAMN 


There are eight secret characters in Acclaim’s futuristic blaster. They are Sceptre, 
E?<-Cop, Jo, Nubia, Cerbero, Mephistofun, HK-5 and Dr. Nepenthe. These are spread 
throughout the one-player game. If you see one and manage to destroy him or 
her, you will then be able to select them. 


SAVING AFTCR CVCRY LCVCL 


To save after a level that’s not a save point, go back to the last save level and 
do it again, after completing the level after it. 



At the 'Press Start’ screen press Z, Down on the D-Pad, Up-C, Left-C, Left-C, Left-C, 
Left-C, Down -C. 


UNLIMITCD NITRO BOOSTS 


At the 'Press Start’ screen, press B, B, right shoulder button. Up on D-pad, Left 
on D-pad, Down on D-pad, Up- C, Left- C. 

At the 'Press Start’ screen press A, right shoulder button. Left on D-pad, Right on 
D-pad, Down on D-pad, Up-C, Left-C, Down- C. 

At the 'Press Start’ screen press L, L, R, Z, Left on D-Pad, Right on D-Pad, Up-C, 
Right-C. 

start the game. On the first title screen press rest, then start again. This time you 
will be able to skip past over a minute of ads. 



MfIMU'M 



CA 


To get Acclaim’s much-ballyhooed Ultimate Cheat, go to Enter Cheats and enter 
ATEMYBUIK. Start the game and choose the stadium Alienopolis. The second team 
will now be bug-eyed green aliens! Their abilities will remain normal, however. 





































CHEATS 




wimx 


This one is not a cheat exactly (for a full Wetrix guide check out this 
month’s 64 Game Buster) but a little effect that allows you to see the 
amazing physics engine that the water in this game runs on. The 
first thing you have to do is complete all 16 practice rounds (eight 
1UP/CPU and eight lUP). Then complete every game mode, 
except practice and multiplay, so that the first background 
screen is green. Then, while on the main menu, hold Up-C and 
move the control stick around to view a large spike of water. 

Holding Down-C creates a large water vortex which you can control. 






PRIDE 

HIGH QUALITY PRESERVER 

GAME CASES 

To Dfdef Telephone Sales HoHine: 01276 855770 

3Pk Pride NIN Case £ 4.99 

IPk Pride NIN Case £ 1.99 

Includes VAT, P&P£1.50exc 

UK Action Ltd 

Unit 3 Dorna House, Guildford Road 
West End, Woking, Surrey GU24 9PW 
Tel: +44 (0)1276 855770 
Fax: +44 (0)1276 855776 



Acc«ss 


MOST MIIJOII CREDIT CORDS RCCEPTED 



Official 

NINTENDO^ 

Licensed Product 

Nintendo‘S 64 Game Cases 

Officially licensed Nintendo'® 64 game cases. Pride’s 
exclusive design protects and stores a Nintendo® 64 
game cartridge, instruction booklet and controller pak 
in a single case. Options include choice of colour with 
officially licensed Nintendo® 64 logo. Available as 
singles or 3-packs 




















DBAR TOTAL 64 A JOB KBLLY OF BRISTOI 


Welcome one and all to the hallowed 
pages that are your forum. These are 
your pages, to bring to light your 
opinion on things Nintendo and to 
ask the questions you can *t find the 
answers to anywhere else. 


Thanks to those lovely people at 
GamestcT IMP — makers of fine 
accessories for your N$4 - we*ve 
got loads of joypads to give to you! 
Every month, the lucky readers 
who get their letters printed In the 
Firing Line will receive one of their 
LX4 joypads, pictured below. Not 
only that, the sender of the star 
letter will also receive a steering 
wheel worth £60! Now that’s got to 
be worth writing In for! 

So, get your thinking caps on 
and start Inscribing your innermost 
thoughts now and you could be the 
proud owner of some new stuff! 



TOTAL 64 


ISSUE EIGHTEEN 



H aving read Joe’s letter (volume 
Z - issue 4} I feel compelled to 
say that I am now a little bit bored of 
hearing the same old thing; "My N64 
is better than your PlayStation, no - 
my PlayStation is better than your N64 
etc, etc.” The truth is that they are 
both great platforms with great games. 
Okay, the PlayStation does have more 
games than the N64, but I don’t think 
that’s a cause for concern among us 
N64 owners. 

The PlayStation has some great 
titles, you all know what they are^ 
Tomb Raider, Tekken, Gran Turismo- I 
don’t need to go on. There’s no point 
trying to pick fault with these games, 
as I have seen done so many times in 
order to make the N64 look better; 
the truth is that there’s no comparison 
between those games and those on 
the N64. As new technology becomes 
older, the software that is available 
invariably becomes better, because 
the developers have got used to the 
limits of that technology. The Sony 
PlayStation is old now, indeed some 
of its games are in their second or 
third incarnations. 

The N64 on the other hand is still 
relatively new and as such, the games 
cannot be compared to current titles 
on other platforms (although they do 
hold up very well). They should in fact 


be compared to the titles that we 
saw for the PlayStation in its infancy. 
For instance, compare Mario 64 to 
Rayrnan and then tell me that you’re 
still worried about the lack of quality 
titles. If you want a prediction of the 
future, compare Tomb Raider II to 
Rayrnan, and multiply the difference 
by Mario 64, and that’s the kind of 
advances we can expect to see in the 
next few years, and I can’t wait. 

Just a few extras: 

1. Is it possible to actually beat 100 
opponents in Fighters Destiny wi\ho\dX 
conceding a point? (I can’t get the 
Joker as a selectable character.) 

Z. Thanks for the great mag. 

3. This one is for Joe; I don’t get dizzy 
when playing Mario 64, but those first 
person shoot-’em-ups sure do give 
me motion sickness! 

Yours sincerely 

PAUL SWANSTON, NEWARK 

THE TRUTH. 

Good points and most of them well 
made. Not sure what your strange 
pre-occupation with Rayrnan is (check 
out next month’s exclusive preview of 
Rayrnan Z, by the way). Anyway, the 
point is — and this is the annoyance — 
Mario 64 certainly gave an indication 
of what N64 was capable of but it 


held a greatness that very few of 
the games that have followed have 
actually managed to surpass. There’s 
a growing disparity between say, 
what Nintendo and Rare produce and 
what other third party developers 
manage to create. There have been 
some recent successes-, look at the 
difference between Forsaken on the 
PlayStation and the superior version 
on the N64. However, the N64 needs 
more titles like this and Nintendo 
need to give developers all of the 
tools that they need, especially since 
it won’t be too long before Sega’s 
128 bit machine - The Dreamcast - 
becomes available to the public. 

In answer to your question. I’m 
afraid that you will have to try harder 
on Fighters Destiny, there is no easy 
way to get the Joker. (Apart from 
getting an editorship alongside Lips, 
that is! - Tackle.) T64 
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b 

dec 
becau 


live in Rhode Island in the 
United States of America. I 
enjoy reading your great 
magazine. I picked up 
my second issue about 

t one week ago. Your new 
look makes the whole 
magazine much more 
enjoyable to read and 
peruse. I can’t say that I 
base ALL of my purchasing 
decisions on your magazine 
because I have only read two 
issues. I also commend you on 
your professional appearance. In 
your next issue, I wonder if you could include the 
prices of games and subscriptions in US dollars? 

I am extremely upset that Tomorrow Never Dies \st\’X being 
released on the N64. I may just resort to buying a Sony 
PlayStation...or maybe not. 

I just have two more questions before I depart: I 
understand that Superman 64 is already 
out in England. How much is a converter 
for UK games in US dollars, including 
shipping costs? Also, is Nintendo planning 
to come out with another system besides 
the 64DD? 

Thank you once again for making my 
reading experience a pleasure. 

Whole-heartedly, 

DAVID LOEBSACK 


THE TRUTH... 

Well, what can we say,- a happy reader 
methinks, and that’s what we like. 

1. Actually we are now trying to work 
towards including both UK and US prices 
in our mag. This will take a little bit 
of time, but it will happen, you will 
just have to be a little bit patient 
that’s all. (Are you sure about this. 
Lips? — Tackle. Yes, of course lam, 

/ am actually awake at all those 
meetings, y’know.J 


2. Don’t be sad that Tomorrow Never Dies will not be worming its way 
over to the N64. In fact the game as it stands is looking lamer than your 
average three legged sheep. (It’s being developed and published by Black 
Ops and MGMI respectively and neither company has an impressive track 
record in the industry — Tackle.) Moreover, a sequel (of sorts) to Goldeneye 
is well under way, although it will not feature 007. No doubt you will have 
heard about Perfect Dark and we can assure you that not only will it be 
better than Goldeneye but it will more than likely be the best game on any 
format, so fret ye not. 

3. Despite the fact that Superman is known for travelling at excessive 
speeds, the game itself has yet to get anywhere near the UK and will hit 
the US shelves way before it touches down here. 

4. Nobody in the offices can even remotely understand why you want to 
get a converter for your machine. You want to play slower and more expensive 
PAL games on your NTSC machine? Virtually every game comes out in the 
US earlier than in the UK, so we are all much confused. However, the converter 

that you require must surely be on sale in the States, where you won’t 
have to pay for any expensive shipping costs. 

5. Another system other than the 6400? Well, it is almost 
inconceivable that Nintendo are not already working on a 
successor to the N64. Now that Sega have announced that 
they are launching the Dreamcast, it would seem certain 
that Sony will reveal to the world their plans for PlayStation 
2 (or whatever it will be called). Now Nintendo have always 
tried to be at the forefront of gaming technology (Erm... I do 
hate to disagree with my old chum here, but it always seems 
to me that Nintendo enter the next-gen race later than anyone 
else but with superior hardware — just look at how long the SNES 
took to vanquish the Sega Megadrive. The wait may be a long 
one, but it will be worth it. I’m sure! — Tackle.) 

There’s me just being positive and 
the boy Tackle goes all serious on me 
- typical! Anyway, as / was saying 
before / was rudely interrupted, you 
can be assured that when they consider 
the time to be right to put the N64 
to bed (which won’t be for quite some 
time) they will release a new and 
improved console that will wipe the 
floor with the competition and 
amaze the games industry. 

For now though, just enjoy your 
Nintendo 64 — it is, after all, the most 
powerful games console on the face 
of the Earth. Td4 
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. When the 64DD comes out, will companies still produce for 
m the N64? 

Z. I’ve been told by a science teacher at school that the N64 
does not have one 64-bit chip in it but rather two 32-bit 
chips. Is this true? 

3. Will there be a game like Time Crisis coming out on 
the N64? 

k game developers for N64 make a decent 

beat-’em-up? 

THE TRUTH... 

1. They certainly will! The 64DD [if and when it is released) will 
initially only sell to a limited number of people. However, if 
it does well the 64DD may well become a standard peripheral 
and with the great number of titles that will be available for 
it, you’d be foolish not to buy one. (Erm... I think it needs to 


■ own an N64 but I only have three games; James Bond, Diddy Kong Racing d^nd 
Mario 64 and have beaten all three. Is there any game that you would suggest 
that I could get that is more of a challenge? 

My friend says I should just get a PlayStation because it’s a hell of a lot better. 
What should I do? 

Thanks, 

MATT ATKINSON 

THE TRUTH 

Personally speaking, I doubt very much that you have completed Goldeneye, and 
to have finished Mario 64 - and / mean really, really finished it — you must have 
the patience of a saint. However, you may well be some sort of insatiable games 


be said that the 64DD won’t actually work without the N64 itself. The 
most exciting thing about it is the prospect of upgrade disks to 
be used in conjunction with your cart. Imagine another twelve 
courses for Mario Kart, for instance. The original game engine 
and artificial intelligence of the initial code on the cart would 
be used but used in conjunction with an all new set of 
courses on the DD disk. Clever, huh? The possibilities are 
endless! — Tackle.) 

2. This is true but as your maths teacher will tell you, 32 
plus 32 equals 64. 

3. Yes! There were a number of lightguns for the N64 shown 
at the recent E3. This would suggest that there will be some 
sort of shooting at the screen type game coming onto the 
N64 at some point, hopefully soon. 

4. Check out the review of Mortal Kombat 4 in this issue, the 
future of beat-’em-ups surely starts there. T64 



animal so you shall be given the benefit of the doubt. You 
want Total 64 to recommend you some challenging games? / thought 
that's what we did every month! Anyway, / would have thought that Forsaken 
would have given you plenty of challenge both in single and multiplayer mode. 
For your puzzling/platform needs there is the wondrous’Banjo-Kazooie, which as 
our very own ’shadowman' will tell you, is pretty challenging. These two games 
alone will keep you busy unf//Wipeout 64, F-Zero X, Hybrid Heaven, Shadowman, 
Perfect Dark and Zelda (to name but a few} are released over the next few months. 
(For a more immediate fix of puzzling frustration, how about Tetrisphere - just get 
your head around that! - Tackle.) / personally would Wetrix over Tetrisphere 
any day but there you go. So basically you won't need to buy a 32-bit machine, 
give the H64 four months and it will finally have all the software titles that you 
lot out there have been craving for. T64 



reat mag - love the cheats 
section. I’ve only just got my 


THE TRUTH 

1. It very much depends on what 


you want from a game. If you 
fancy a bit of blasting action, 
then Lylat Wars for you. However, 
they are both great flying games. 
iPilotwings 64 was not quite as 
engrossing as the SNES version, it has 
to be said, whereas Lylat Wars is a A 

modern masterpiece of cinematic 
dogfighting — Tackle.) 

2. You have Goldeneye and Mario 64 and VvX Jr 

you need something more to show to your 

brother’s friend? Get Forsaken, Banjo-Kazooie and later F-Zero K— that should 
shut ’em up. (As would a banana down the mouthpiece! — Tackle.) 

3. Only if you have some Gameboy games to start with. T64 


"Super Machine’’ so it is a great help. 

I have sold my PlayStation to my 
little Bro to get an N64. I have two 
great games so far; Goldeneye and 
Mario 

^^p I have a few questions that I would like 

you to answer. 

^ 1. Which is better: Lylat Wars or Pilotwings 647 
t|f 2. How can I prove to my brother's friend that the 
' N64 has far better graphics than the PlayStation? 

3. Is it worth getting a Gameboy emulator? 


Thanks 

BOBBY AYRES 
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LETTERS 


I think your mag is really brilliant and honest about games. I have a few questions-. 

1. Do you think that Paper Boy 64 will actually be a big hit? The only chance that game has is that some 
weird psycho will spend all his savings on it. 

2. What will the 64DD actually do? 

3. Could you bring out a version of the PC game Myth: The Fallen 
Lords'? That would be good. 

4. Why do games cost so much? 

5. How many games are there altogether on the N64? (You don’t have to answer 
that one.) 

6. What’s your favourite game? 

Yours sincerely 

JONATHAN BILKH, ISLEHAM 

THE TRUTH... 

1. There's not much chance of if doing that well. We’ve been playing the original over 
the last couple of weeks and to be honest, it is just plain dull. 

2. Cost more than you are prepared to pay, / would imagine. (No room for optimism 
there, then! — Tackle.) 

3. 'We’ do not make games or indeed publish them, we leave that to people with lots of money. 

4. Because we are all prepared to pay whatever they charge. More fool us! We should all boycott 
videogames until they are prepared to charge less than the weekly grocery bill of a family of four for a single game! (I can really see 
that happening! 1 don’t know about you, but I couldn’t go a week without a game of some sort, so I guess they’ve got us there — Tackle.) 

5. Okay, / won’t 

6. Goldeneye, which is (and will for some time to come remain) the best game on the planet. (Unless ?-lexo X, Wipeout 64 orZelda 
have anything to do with it, that is — Tackle. )m4 



OFFICIAL SUPPLIER TO Total 64 
US N64/PlayStation Specialists 
ALL THE LATEST US GAMES - IN STOCK NOW 
PSX Dual Shock Analogue Pads 
Quake 64, Mystical ninja 64, Holy Magic Century, 
NBA Courtside, Deadly Arts, 

1080 Snowboarding, Banjo Kazooie 


Controllers, Memory Cards, RGB Leads, Transformers 

WE SELL THEM 

■ ...GUARANTEED NEXT DAY DELIVERY | 

PlayStation & Games Also Available ' 

PIONEER DVD505 CODE 3 DVD PLAYER £499 ^ 

MADEIRA GAMES, Lynn Road, Heacham, Norfolk, PE317JF I 
Tel 01485 570256 .>0831 444041 Anyiime- Fax 01485 570501 
Email sales@ma(leiragames.com Visit our Website - http://www.ma(leiragames.com 
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VIBRATION PACKS 

With many N64 games now offering the 
Rumble feature, the L o l i o 9 VIbrmtIon 
Pmckm are already proving a great success. 
Featuring Variable Motion Feedback, a 2 
Vibration Speed Select, and with 2 of the 3 
models containing Memory on board, the 
unique VIbmtIon Pmckm from LogloS 
allow full use of the Rumble feature. 


NM TRIDENT PADS 

Breaking new ground with a great range of N64 
controllers, the Trtdmnt Pmdm from Logie 3 offer the 
N64 games player a degree of sophistication and 
control never before experienced. 

The N64 Tridimnt Pmd is a Digital and Analogue 
controller with an Eight Way Directional Cursor and a 
3D Analogue Stick. With Nine Fire Buttons, a Memory 
Card/Rumble Pack Slot, and the unique Protein Rubber 
Hand Grip, it is fast becoming the preferred choice for 
most N64 gamers. The THdmnt comes in 4 
brilliant colours, and is available at only ClfMW. 

In addition to the Trident Pmd is the T ri dent 
Pmd Pro. Same features as the Trident Pmd, but also 
Independent Auto Fire, Slow Motion, and an LED 
Status Display Panel. Four Great Colours, and the same 
Protein Rubber Grip. CS44MI 


JT377 


VIbrmtIon Pmek tSM 
VIbrmtIon Pmek n44B 

(with 256K Memory on board) 

VIbrmtIon Pmek t1M3 

(with 1MB Memory on board) 


MEMORY CARDS Smart moves need saving, and Lngte 3 
b offer 2 M ontory Ctndm providing True, 

^ not compressed Memory, for reliable 
\ and problem free saving. 


M o mo ry Cmrd{256K) tSM 
Mom m y Card (1MB) tISM 


TOPDRIVE WHEEL AND PEDALS 

Racing games come alive with the TopDrivo W h eel mtd Podmia, from 
L L u N 3. The award winning Tri-Format Wheel (N64/PSX/Saturn) is packed 
A with great features, including a programmable 

Steering Angle System, Self Centring Technology, /Mfr 
9 Fire Buttons and an 8-Way D Pad. Already a ImP 
5 star winner with many magazines, the IK fjjjf/ [jKMi 

HI TopOrf v includes a Stick Shift. Spring fm [S i fKifm 

1 Loaded Pedals, and a Memory m 

H I Card/Rumble Pack Slot. 

B| A removable leatherette Aw 

V j wheel cover guarantees Kl Km 

accurate control and BK 

Mr rnaximum comfort. wjB 


3ra7«^ 


Unit 27, Northfield Industrial Estate, Beresford Avenue, Wembley, Middlesex, HAO INW, U.K. 

TEL: 0181 902 2211 FAX: 0181 903 6625 WEB: http://www.spectravideo.com 


All trademarks or trade names are the registered property of their respective companies. 
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Send in your bestest piccies and we'ii 
reward you with some top prizes from Fire! 
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• ELIZABETH GRAEBER 

- AGE 13 


USA 
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• PACAL PALMER - AGE 14 
WATFORD 


i CHI YOUNG SO - AGE 18 
HOLLAND 
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• ADHI WISNU WITONO ~ AGE 14 
■l':| NORWAY 


• MARK HARPER 
SURREY 


I LEWIS WUNDOWA - AGE 9 
DAVENTRY 
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Those boys are Fire International have really done us 
proud, for this month and for the foreseeable future. If ^ 
you’re lucky (and talented) enough to have your picture of 
your favourite N64 character printed in this section of the mag, - 
then you’ll win some top prizes! The Star Picture wins an official N64 pad, 
two Jolt Paks with built in 1MB memory, two Joypad X-Tender cables and two 
official N64 keychains. If that’s not enough, all the runners-up win a Jolt Pak with 
1MB memory and an official N64 keychain! So get those crayons and felt tips 
out now and get scribbling! 


We’ve had a great response to this pics section since we started it. Unfortunately we don’t have room to print 
them all but every issue we’ll print a selection of the best we receive, so keep them coming in. 

If you want your artwork to appear on this page, there are a few points to note. 

Remember to include your name, address and age (make sure it’s written on the back of your work, or else we’ll 
lose it!) and if at all possible, try to use a large envelope so that you don’t have to fold it too much. 


































HIGH SCORES 


THE FIRING LINE 


ISSUE EIGHTEEN 




AIR MAKE 

Jetjun Man - Z1550 pts 

CRYSTAL LAKE 

Ian Onions - r03.38 
Abraham Alzoaman - 41875 pts 

GOLDEN FOREST 

Ian Onions - rZO.72 
Abraham Alzouman - 61109 pts 

DRAGON CAVE 

Norman Obaseki - 1*30.09 
Abraham Alzouman - Z4119 pts 


HALF PIPE 

Abraham Alzouman - 56697 pts 

CRYSTAL PEAK 

Ian Onions - rZ9.59 
Abraham Alzouman - 39913 pts 

MOUNTAIN VILLAGE 

Ian Onions - 1*35.32 
Abraham Alzouman - 29967 pts 

DEADLY HALL 

Ian Onions - 1*10.07 
Ian Onions - 64475 pts 



CORNERIA 

Rob Pierce - 275 

METEO 

Patrick Pfeffer - 431 

SECTOR Y 

Andrew Robson - 253 

KATINA 

Adam Misosky - 264 


ZONESS 

Andrew Robson - 347 

AREA 6 

Greg Ihnatenko - 535 

SECTOR X 

Patrick Pfeffer - 289 

MACBETH 

Andrew Robson - 232 


DAM 

Thomas Yorke - 00:49 

FACILITY 

M.Williams - 00:58 

RUNWAY 

Rostow Lacey - 0: 20 

SURFACE 

Thomas Yorke - 01:02 

BUNKER 

R. Lacey/M. Williams/D. Jones - 0:24 

SILO 

M. Williams - 1:29 

FRIGATE 

M. Williams - 00:35 

SURFACE 

Tom Nunn/D. Jones - 1.02 

BUNKER 

Norris Mortimer - 00:28 

STATUE 

Michael Hartop - 2:46 


ARCHIVES 

M. Hartop/M. Williams - 00:22 

STREETS 

Thomas Yorke - 00:52 

DEPOT 

Robert Ireland - 00:28 

TRAIN 

M. Williams - 1:52 

JUNGLE 

Simon McCallum - 1:54 

CONTROL 

M. Williams - 05-.07 

CAVERNS 

Michael Hartop - 01:09 

CRADLE 

Thomas Yorke - 01:10 

AZTEC COMPLEX 

Adam Robinson - 03:55 

EGYPTIAN TEMPLE 

Michael Hartop - 01:02 


AQUAS 

Andrew Robson - 202 

FORTUNA 

Arron Taylor - 87 

BOLSE DEFENCE 

Dimitri Jarazraj - 269 

SOLAR 

Andrew Robson - 144 


AREA 6 

Greg Ihnatenko - 535 

SECTOR Z 

Dimitri Jarazraj - 122 

TITANIA 

Andrew Robson - 264 

VENOM 

Andrew Robson - 263 



BE A WINNER WITH TOTAL 64 


2" With great prizes on offer every 

WINNER 


? 

month, there’s even more 


_ reason to send in 

> your scores now! 

WILLIAMS 

a 

.. This month’s 

RUNNBRf^UR 

1 

winner is M: Williams from 

ABRAHAM ALZOUMAN 

1 

Cardiff for putting into full 

M^ HARTOP 

1 

effect his license to kill on 

PATRICK PFEFFER 

1 

Goldeneye. Well done! 

OREO IHNATENKO 
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THE FIRING LINE 


Once again Excitement DiTect have done the good deed of sponsoTing out High 
ScoTes pages and if you’Te eveT in need of new softwaTe and haTdwaTe, then look 
no fuTtheT than Excitement Direct’s advert page for all the top deals. This 
month’s winner of High Scores has earned themselves a Mad Katz 
steering wheel and four runners-up will be given a control pad each. 

Send us evidence of your scores - be it photos or videos - so that we can sift 
through them and pick out five lucky winners. Blackmail, treachery and offshore 
banking bribes will all be considered. 




LUIOI RACEWAY 


TOAD'S TURNPIKE 

WARIO STADIUM 


DR JUNOLE PARKWAY 

UK Race 

r39.63 

Steven Canuck 

UK Race 

Z’08.Z7 

Richard Dunn 

UK Race 

0’ZZ.03 

Rob Pierce 

UK Race 

0’35.01 

Rob Pierce 

UK Lap 

0’31.77 

Richard Dunn 

UK Lap 

0’40.31 

Richard Dunn 

UK Lap 

0’06.14 

Lewis Evans 

UK Lap 

0’05.66 

Danny Dunn 

US Race 

1’Z3.10 

George Weif 

US Race 

1’51.04 

Greg Ihnatenko 

US Race 

r06.37 

George Weif 

US Race 

0’51.68 

Greg Ihnatenko 

US Lap 

0’Z6.61 

George Weif 

US Lap 

0’34.05 

Greg Ihnatenko 

US Lap 

0’05.41 

Greg Ihnatenko 

US Lap 

0’07.39 

George Weif 

MOO MOO FARM 

FRAPPi 

1 SNOWLAND 

SHERBERT LAND 


YOSHI VALLEY 


UK Race 

rZ3.53 

Rob Pierce 

UK Race 

0’Z8.1Z 

Steven Canuck 

UK Race 

Z’05.14 

Rob Pierce 

UK Race 

rZ4.Z8 

Dann;^ Dunn 

UK Lap 

0’30.18 

Danny Dunn 

UK Lap 

0’06.66 

Danny Dunn 

UK Lap 

0’41.91 

Steven Cosker 

UK Lap 

O’ll.ZZ 

Danny Dunn 

US Race 

n9.49 

George Weif 

US Race 

0’Z6.13 

Loustarinen Tata 

US Race 

1’47.97 

Greg Ihnatenko 

US Race 

1’3Z.93 

Loustarinen Tata 

US Lap 

0’Z6.14 

Greg Ihnatenko 

US Lap 

0’5.51 

G.Weif/G.Ihnatenko 

US Lap 

0’35.74 

Greg Ihnatenko 

US Lap 

0’09.30 

George Weif 

KOOPA 

TROOPA 

BEACH 

CHOCO 

MOUNTAIN 

ROYAL 

RACEWAY 


BANSHEE BOARDWALK 

UK Race 

r40.17 

Richard Dunn 

UK Race 

1’40.70 

Steven Canuck 

UK Race 

Z’08.76 

Rob Pierce 

UK Race 

Z’08.77 

Rob Pierce 

UK Lap 

0’3Z.61 

Richard Dunn 

UK Lap 

0’30.50 

Richard Dunn 

UK Lap 

0’4Z.5Z 

Danny Dunn 

UK Lap 

0’4Z.56 

Richard Dunn 

US Race 

rZ6.19 

George Weif 

US Race 

r3Z.57 

Greg Ihnatenko 

US Race 

r48.73 

George Weif 

US Race 

1’50.70 

George Weif 

US Lap 

0’Z6.14 

Greg Ihnatenko 

US Lap 

0’Z9.77 

Greg Ihnatenko 

US Lap 

0’35.89 

George Weif 

US Lap 

0’36.50 

Loustarinen Tata 

KALIMARI DESERT 

MARIO 

RACEWAY 


BOWSER CASTLE 


RAINBOW ROAD 


UK Race 

Z’IZ.98 

Rob Pierce 

UK Race 

roz.63 

Steven Canuck 

UK Race 

Z’17.71 

Rob Pierce 

UK Race 

4’55.63 

Danny Dunn 

UK Lap 

0’41.67 

Danny Dunn 

UK Lap 

0’Z0.Z3 

Richard Dunn 

UK Lap 

0’45.64 

Richard Dunn 

UK Lap 

1’35.60 

Mark Phillips 

US Race 

1’51.67 

Loustarinen Tata 

US Race 

0’57.63 

George Weif 

US Race 

r58.Z4 

Loustarinen Tata 

US Race 

4'5Z.47 

Greg Ihnatenko 

US Lap 

0’34.91 

Loustarinen Tata 

US Lap 

0’18.07 

Greg Ihnatenko 

US Lap 

0’39.Z0 

George Weif 

US Lap 

rzz.55 

George Weif 



ANCIENT LAKE 

UK Race 0’43.05 Justin Marshall 

FOSSIL CANYON 

UK Race riZ.46 Roger Asquith 

HOT TOP VOLCANO 

UK Race n6.35 Nicky Wallis 

JIINOLE FALLS 

UK Race 0’48.54 Roger Asquith 


WALRUS COVE 

UK Race r4Z.01 Roger Asquith 

CRESCENT ISLAND 

UK Race 1’17.43 Nicky Wallis 

WINDMILL PLAINS 

UK Race r49.54 Justin Marshall 

DARKMOON CAVERNS 

UK Race r5Z.47 Mike Grampian 


ROOKIE MOUNTAIN 

UK Race 0’35.00 Jon Austin 

BIO SNOWMAN 

UK Race Z’13.57 Jon Austin 

SUNSET ROCK 

UK Race Z’11.18 Jon Austin 

NIOHT HIOHWAY 

UK Race 1’46.00 Steve Takle 


ORASS VALLEY 

UK Race r54.58 Jon Austin 

DIZZY LAND 

UK Race r51.Z4 Steve Takle 

NINJA LAND 

UK Race 0’Z7.96 Nick Jones 

OUlCKSAND VALLEY 

UK Race r45.30 Nick Jones 


you KNOW THE SCORE# SEND US THOSE VIDEOS AND/OR PHOTOS OF YOUR BEST TIMES TO: 
HlOH SCORES# TOTAL 64 MAOAZINE# 1 ROMAN COURT# 48 NEW NORTH ROAD# EXETER# 
DEVON# EX4 4EP* WEaL MAKE YOU INTO A LITTLE TWINKLINO OAMINO STARI 
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□ £Z9.95 including delivery anywhere in the UK or □ £65.00 elsewhere in Europe. (US Only ?83.40 Call: 800 Z33 1679) 
Please make cheques payable to Rapide Publishing. 

Send your payment, together with this completed form, to the following address: 

Subs Department, Total 64, Rapide Publishing, 1 Roman Court, 48 New North Road, Exeter, EX4 4EP. 


□ Postal Order (made payable to Rapide Publishing) 

□ ACCESS □ MASTERCARD 


□ Cheque (made payable to Rapide Publishing) 
Please charge my credit card: □ VISA 


; <"1 Card No:_ 

' J PLEASE PRINT CLEARLY 

Name:_ 
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Expiry date 


Postcode:_ 
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Signed:_ 

Please start my subscription with issue number: 


Date: 
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WITH THIS ISSUE! 
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NEXT MONTH 


NEXT MONTH 


Reviewed 



F- 





X 


It may have slipped a month in Japan, but we’ll bring you the first review here in the West. 




The N64 now has a beat-’em-up to be proud of and we 
can show you how to Kombat the Mortal way. 


BU<K BUMBLB 


If you want to know how satisfying it is to be an aggressive bumble bee, find out 
in our exclusive review. 




The most gorgeous and stunning 
platform game in the world ever, * 
has been filleted like a kipper 
and placed upon a platter for 
you, as we present the first part 
of our Player’s Guide. 


Previewed 

«« RAYMANX 

Can this sequel to a decidedly average platform game make the grade? The outlook looks good. 

l^)¥IPEOUT 64 




^ Whoo-ee, yes! The previous sixty-three incarnations of this futuristic 

racer have been amazing and now the Nintendo version looks like 
■ being the best of the bunch. 


Feature 


f 





Ubisoft are a software developer that you’ll be hearing a lot more of in the coming 
months. Total 64 talks to the team and finds out what they have in store for us all. 


DON'T Miff NEXT MONTH'f Iff UB OF TOTAL 64 
- HAVE you OOT THE fTAMINAI 




SIGN OFF 


GOODBYE! SEE YA NEXT ISSUE 



DOUBLE THE TROUBLE 



H ow good does it get? Two editors and two great games, 
the first being Mortal Kombat 4, which in our opinion is 
the best beat-’em-up on the N64, and then there’s the much 
anticipated Mission.- Impossible - all this in your favourite, new look 
Total 64 magazine! 

Here at Total 64 we are really getting in the mood for Christmas. 
You see, PR people have suddenly re-emerged from their cocoon-like 
state and started beating at our door, taking us all out 

S for meals and offering us trips to foreign climes. Not 
that we can be easily bribed or anything, but let’s just 
k say that over the coming months we’ll be bringing 
E you lots more exclusive reviews and exciting 
■ previews of all of the games that we’ve all been 
■ waiting for. Plus, as from next month, we’ll be 
^ bringing you the posters that your bedroom walls 
i have been aching for. Only Total 64 can offer you 
P this and much more every month! We can’t wait, 
f and I am sure that you lot out there can’t either. 
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special Reserve Discount Mail Or der-01279 600204 


All telephoned orders for games are despatched priority by First Class Post 

Market leaders in mail order home computing, established 
10 years, great web site and six amazing shops. 

See us on the web at http://special.reserve.co.uk. 

Officially Authorised for Nintendo and for PlayStation. Trial Membership for just 50p. 0% PAY LATER (subject to status). 


99.99 

.^£10 


Nintendo 64 Limited Edition 

with Gold 3D controller & RF lead 

While stocks last. SCART lead available at 7.99 

Fire Pack .129,99 less £10^ 

Nintendo 64 Limited Edition plus EXTRA Official 3D Controller 
and 1 MB Memory Card 

t Deduct £10 off the price of any one item 
bought at the same time as a N64 

0% PAY in 9 MONTHS available if your total 
purchase is over £200, subject to status. 

STICKER KITS FOR NINITENDO 64.9.99 

SCART LEAD - N64 to scart TV .7.99 

HI-FI AUDIO LEAD - N64 to stereo .9.99 

1 MB MEMORY CARD - 48 slots .7.99 

8 MB MEMORY CARD - 384 slots .19.99 

INTERACTOR RUMBLE VEST .22.99 

OFFICIAL RUMBLE PACK FOR NINTENDO 64 14.99 

JOLT PACK FOR NINTENDO 64 (RUMBLE PACK) .7.99 

JOLT PACK WITH 1 MB MEMORY FOR NINTENDO 64 ...13.99 

NINTENDO 64 CONTROLLERS 

MAD KATZ WHEEL AND PEDALS 
FOR NINTENDO 64 42.99 

True analogue progressional steering, 
accelerator and brake. 8 digital 
buttons 

OFFICIAL NINTENDO 
64 3D CONTROLLERS .. .25.99 

Available in many different colours: black, blue, 

green, grey, red & yellow 


^^1^. lYIIH I 






COMPETITION PRO NS64 CONTROLLER 17.99 

5 fire buttons and view control, autofire and turbo 
fire, slow motion, 8 way directional control, analogue 
joystick. Available in many different colours 


Gameboy Pocket 
|g| Camera .38.99 

Turns any Gameboy into a digital camera. Adjust 
and modify your pictures with the built-in software. 
Ideal for use with Gameboy Printer (available 
I separately). Gameboy not included 

Gameboy Pocket 
Printer ...47.99 

Allows you to print the images taken with your 
Gameboy Camera. Supplied with batteries and 
a roll of sticker paper 

GAMEBOY PRINTER PAPER .6.99 

Three rolls of coloured paper 


Nintendo 64 Games 

AERO FIGHTERS ASSAULT .42.99 -10%* 

ALLSTAR BASEBALL .43.99 -10%* 

BANJO-KAZOOIE .42.99-10%* 

BLAST CORPS .42.99-10%* 

BUCK BUMBLE .42.99 -10%* 

BUST A MOVE 2 .35.99 -10%‘ 

CHAMELEON TWIST .44.99 -10%* 

CHOPPER ATTACK .42.99-10%* 

CLAYFIGHTER63 1/3 32.99-10%* 

CRUIS’N WORLD .30.99-10%* 

CRUISINUSA .30.49-10%* 

DIDDY KONG RACING .42.99 -10%* 

DOOM .29.99-10%* 

DUKENUKEM .29.99-10%* 

EXTREME G .42.99-10%* 

FI RACING 98 .49.99-10%* 

FIGHTERS DESTINY.39.99 -10%* 

FOOTBALL! .43.99-10%* 

FORSAKEN .43.99-10%* 

GOLDENEYE .42.99-10%* 

GT64 .42.99-10%* 

HEXEN .39.99-10%* 

HOLY MAGIC CENTURY .46.99-10%* 

INT’L SUPERSTAR SOCCER 64 .29.99 -10%* 

KILLER INSTINCT GOLD .45.99 -10%* 

LAMBORGHINI 64 .44.99 -10%* 

LYLAT WARS -i- RUMBLE PACK .51.99 -10%* 

MACE .42.99-10%* 

MADDEN 64 .49.99-10%* 

MARIO KART 64 .42.99 -10%* 

MISCHIEF MAKERS .42.99-10%* 

MISSION IMPOSSIBLE .42.99-10%* 

MORTAL KOMBAT 4 .42.99 -10%* 

MORTAL KOMBAT MYTHOLOGY ...46.99 -10%* 

MYSTICAL NINJA .46.99 -10%* 

NAGANO WINTER OLYMPICS 98 ...46.99 -10%* 

NBACOURTSIDE .34.99-10%* 

NBA PRO 98 39.99-10%* 

NFL QUARTER BACK CLUB 98 .42.99 -10%* 

NHL BREAKAWAY 98 43.99-10%* 

OLYMPIC HOCKEY .29.99-10%* 

PILOT WINGS 64 .42.99-10%* 

QUAKE .39.99-10%* 

RAMPAGE WORLD TOUR .39.99-10%* 

RECKIN BALLS .43.99 -10%* 

SHADOWS OF THE EMPIRE .42.99-10%* 

SNOWBOARD KIDS .34.99 -10%* 

SUPER BOMBERMAN 64 .42.99 -10%* 

SUPER MARIO 64 .42.99 -10%* 

TETRISPHERE .35.99-10%* 

TOP GEAR RALLY .39.99 -10%* 

TUROK - DINOSAUR HUNTER .36.99 -10%* 

WARGODS .39.99-10%* 

WAVE RACE 64 .45.99 -10%* 

WAYNE GRETSKY .45.99-10%' 

WCW VS NWO: WORLD TOUR .44.99-10%* 

WETRIX .34.99-10%* 

WORLD CUP 98 46.99-10%* 

WWF:WARZONE .43.99-10%* 

YOSHI’S STORY .42.99-10%* 

SUPER NES + 5GAMES 

49.99 


Super NES Games 

DISNEY'S LION KING .29.99 -10%* 

DONKEY KONG COUNTRY 2.19.99 -10%* 

PGA TOUR GOLF .9.99-10%* 

PILOT WINGS .9.99-10%* 

SUPER INTERNATIONAL CRICKET ...9.99 -10%* 

SUPER MARIO KART .27,99 -10%* 

SUPER MARIO WORLD .19.99-10%* 

TETRIS ATTACK .9.99 -10%* 

TWIN PACK - TETRIS & DR MARIO 12.99 -10%* 

ULTIMATE MORTAL KOMBAT .19.99 -10%* 

YOSHI'S ISLAND .19.99-10%* 

1—p Pocket Gameboys 

(AS SEEN ON TV) 

A New 30% smaller and 50% lighter 

Gameboy. Compatible with all 
Gameboy games 

GAMEBOY POCKET (SILVER) .45.99 

GAMEBOY POCKET (BLACK) .40.99 

GAMEBOY POCKET (BLUE) .40.99 

GAMEBOY POCKET (CLEAR) .40.99 

GAMEBOY POCKET (GREEN) .40.99 

GAMEBOY POCKET (PINK) .40.99 

GAMEBOY POCKET (RED).40.99 

GAMEBOY POCKET (YELLOW) .40.99 

OFFICIAL CAMERA FOR GAMEBOY .38.99 

Turns any Gameboy into a digital camera. Adjust and 
modify your pictures with the built-in software. Ideal 
for use with Gameboy Printer (available separately) 

OFFICIAL PRINTER FOR GAMEBOY .47.99 

Allows you to print the images taken with your 
Gameboy Camera. Supplied with batteries and a roll 
of sticker paper 
OFFICIAL PRINTER PAPER 

FOR GAMEBOY PRINTER .6.99 

Three coloured rolls of paper 

Gameboy Games 

DONKEY KONG LAND .19.99 -10%* 

GAMEBOY GALLERY .9.99-10%* 

JAMES BOND 007 24.99-10%* 

POCKET BOMBERMAN.19.99 -10%* 

SOCCER .12.99-10%* 

SUPER MARIO LAND 2 .19.99 -10%* 

TAMAGOTCHI .19.99-10%* 

TAZ-MANIA .14.99-10%* 

TETRIS 2 .9.99-10%* 

WARIOLAND 2 .19.99 -10%* 

WORMS .17.99-10%* 

ZELDA.14.99-10%* 

PlayStation Top Games 

GRANTURISMO .39.99-10%* 

GRAND THEFT AUTO (18).29.99 -10%* 

PREMIER MANAGER 98 .32.99-10%* 

RAGE RACER .15.99-10%* 

RESIDENT EVIL 2 .40.99 -10%* 


AuRm£64)0 



Special Reserve Annual Membership Fee 
I t’s easy to join, just phone 01279 600204 or send in the order form. 

There’s no obligation to buy anything, you can be any age, and it’s only £6. 

1 . Members receive 10 issues of our colour Club Magazine per year with 
over 2,000 products, many at below trade price or under half price. There are 
Reviews, Features, Charts, Release Dates, Extra Savings and thousands of 
pounds worth of great prizes to be won. 

2. The incredible FREE Special Reserve Book of 3000+ Cheats (all formats) will be sent to you 
with your Family Membership Card and FI Fantasy Game FREE entry form (members only - £4000 
worth of prizes). 

3. Choose any one of the FREE GIFTS below if you buy just one item at the same time as you join. 
These gifts are worth up to £40. You can extend your membership (£5.50) at any time to receive 
more of them. 

That’s why over 400,000 people have joined Special Reserve - The Biggest Games Club in the World! 


10 % 


Mail Order Madness 


Includes Super Mario 
1,2,3, lost levels and 
Super Mario World 


B3I.9I 

*=*“,»*i 


Key Dates 


Aug 07 
Aug 21 
Aug 21 

July 31 
Aug 21 
Aug 28 


Brian Lara Cricket. 
Breath Of Fire 3.... 
WWFWarzone ... . 


. PSX 
. PSX 
. PSX 

.N64 






^ Deduct an extra 10% off the price of games 
only if you place your order py po§t to the 
address below or by FAX on 01279 726842 or 
via internet at http://special.reserve.co.uk . 

e.g. Deduct £2.80 off 
a £27.99 game. 

B Hoi (not to be used in conjunction 

B B with other special discounts) 
EXPIRES 20/09/98 


Special Reserve 01279 600204 

All TELEPHONED ORDERS FOR GAMES ARE DESPATCHED PRIORITY BY FIRST CLASS POST 
Open 9.30 am to 8pm (Mon-Sat) 10am to 5pm (Sun & Bank Holidays) 

(BLOCK CAPITALS please) 

Name, Address and Postcode_ 


We only supply members but you can order as you join (from 50p). 
There is no obligation to buy anything and you can be any age. 


ENTER MEMBERSHIP NUMBER IF ANY 


TOTAL 64 ■ 


£6.00 Annual Membership includes 10 issues of the Club Magazine plus 
the Special Reserve Book of 3000+ Cheats. Choose a FREE GIFT 
from below if you buy any item at the same time as you join. 

Please enter membership fee if applicable and please remember to tick your choice of gift below 
Annual Membership £6 (UK), £9 (EC) or £12 (World) 

OR Trial Membership 50p (One magazine. One order. No gift) 


item 


item 


Deduct any 
“10% Mail Order" 
Madness 
Discount as 
- described 
above* 


Please add 50p per game for UK First Class Post (£2.00 overseas) 


ALL PRICES INCLUDE UK 2ND POSTAGE & VAT 

Cheque/P.O./Mastercard/Creditcharge/SwitchA/isa" 


CREDIT CARD 
EXPIRY DATE ^ 


SWITCH 
_(ISSUE NO_ 


Banjo-Kazooie 

WWFWarzone .N64 

Mission Impossible N64 

Release dates may be subject to slippage 


MAXX P2 400 £1799.99 inc vat 

Intel Pentium II 400 15” Adi Monitor 

128 MB 100 MHx SDRAM 12.0 GB Hard Drive 
8 MB AGP 3D Graphics AWE 64 Wave 
300 Watt Subwoofer Win98/Worics/En<arto 
(heck out our MAXX SO^.miU DVD RWCD XS P2 400 


tick your choice of gift when you join for a 
year (£6) at the same time as buying any one item. 

joining by telephone please ask tor your gift at the time. 


£4000 OF Prizes 0 % Pay in 9 Months 


1 10% Deposit, no more to pay for 9 months and no interest, subject to status. You can 
buy anything from our catalogue or shops this way providing your total purchase is 
over £200. 0% APR if the balance is paid in full after 9 months or 29.8% APR extended 
loan. Full details available. Our prices are not increased in order to offer this option. 


Special Reserve Big Club Shops 


S)llVS/7/DG£IV0ffrH| 

The Mailings, Station Road, Sawbridgeworth, Herts. 
Not far from the Ml 1. just around 
the corner from the train station 

Tel: 01279 600399 


CHELMSFORD 

43 Broomfield Road, 
Chelmsford, Essex. 

Just around the corner from the bus station 

Tel: 01245 348777 


MASSIVE SELECTION - LDIVEST PRICES 

We’ll beat any locally advertised price by £2. 
All our shops have PC Upgrade and Repair 
facilities and we sell a range of award-winning 
PC’s from £749. 

IT’S EASY TO PARK 

SOME ITEMS CARRY A £1 SURCHARGE IN THE SHOPS 


UPMINSTER 

209/213 St Mary’s Lane, Upminster, Essex. 
2 miles from junction 29 of the M25. 
Opposite Somerfield Supermarket 

Tel: 01708 225544 


NOTTINGHAM 

164 Derby Road, Stapleford, Nottingham. 

2 miles from junction 25 of the Ml, 
near Kwik Fit and Pizza Hut 

Tel: 0115 949 1000 



EGHAM 

168 High Street, Egham, Surrey. 

Near Windsor and Staines. 

Just 1 mile off junction 13 on the M25 

Tel: 01784 473444 


BRISTOL 

351 Gloucester Road (A38), Bristol. 

1 /. miles from the City Centre 
and just up from Kwik Save 

Tel: 0117 924 5000 


GREAT WEB 
SITE 


10% off* at http://special.reserve.co.uk 


MASSIVE 

CONTENT 


Inevitably some products listed may not yet be available and prices may change. Please phone 01279 600204. SAVE = Saving off full recommended price. 
Sent to press 02/07/98 Errors & Ommisions Excluded. Inter-Mediates Ltd. T/A Special Reserve, The Mailings. Sawbridgeworth. Herts CM21 9PG 


Qverseas orders must be paid by credit card. 

4TURE- Qverseas surcharge £2.00 per item 

Hardware items (mains or battery) are only supplied to the UK mainland 

Immediate cheque clearance 
Cheques payable to SpBCifll RiBSBrVB at 
PO Box 847, Harlow. CM21 9PH 

II1CS3HI® 

FREE 1 MB MEMORY ' 

CARD FOR NINTENDO 64 
OR FREE RUMBLE PACK 
FOR N64. Sends vibrations 
through the controller 
OR FREE MOUSE FOR PC 
2 buttoned mouse 
OR FREE COMPETITION 
PRO JOYPAD FOR PC 
4 fire buttons & turbofire 
OR FREE YEAR 2000 TEST 
CD FOR PC 
OR FREE PREMIERE 
FOOTBALL. Full size, PVC 
coated football. Includes ' 

adaptor. Design may vary 
OR FREE 1 MB MEMORY 
CARD FOR 
PLAYSTATION 
OR FREE 24 CAPACITY CD 
WALLET. Stores CD’s in 
individual compartments 
OR FREE COMMANDER 2 
JOYPAD FOR PLAYSTATION 
With turbofire function. ^ 

OR FREE PERSONAL 
STEREO CASSETTE 
PLAYER + HEADPHONES 
OR FREE ACE VENTURA 
2 VHS VIDEO(PG) 

OR EIGHT GAMES FREE 
ON PC CD ROM. Desert 
Strike, Team Suzuki, Actua Soccer semi-final 
edition, Lotus 3, Jungle Strike, Toyota Celica ' 

Rally, Zool 2 & Normality Inc demo. All games 8 FREE, 

Seven games free for PC CD ROM also available. 

Offers subject to stock availability. Overseas members add £2 postage 
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PP|^PiBear and climb like a Bird? 

duo open a stunning new world of tag teaming 
game play that prove that two heads are better than one. 
And with a game this big you’ll need all the help you can get. 

5/5| "This is a brilliant game" 


E FASTEST I 




TM.®. AND N-CUBE ARE TRADEMARKS OF NINTENDO CO., LTD © 1998 NINTENDO C0..LTD 










